™ a. 288e ) “aoe 
: “ m ‘:20tt* 
ad ~_ 


; j DX ary 30% ‘Off s 
Wyk ie Cdn MSRP-on. 
| GW. Products. AS 


> 


oe © ae t 
’ t 


. e ' ; : . 4 ' ’ 
a ay, eee iy See ee Say eee Sy ee 
; ze = 7 - ; ww — >" - - > ; v2 _ * ( v2 ’ > 7 


pith, Lee se af it. Lae See if 
WWW. 2 C-minis.CcCom 
an re: ; * cf + 9 i 7 a4 i 

x ¥ e &. e % t & ' 


: , ; ‘ ' ’ y : ‘ 
ae. *; be Fe a 


eet ‘North Very S tecading Intertiet re 
“Mandor of ve es ae ad Products! 


y 


‘ F , : ; ” a . . : 
*, ie Fae abe Fa5e i Fa 


7 


pa With the Us/ Cdn ¢ EC Sheabuictl you can a 
=S Jap. to 40%. of the US MSRP prery date 


Miniature Reviews 
Corvus Belli: Infinity. 


www.infinitythegame.com 
Grindhouse Games 


www.incursiongame.com 
Urban Mammoth: Metropolis 


02 


04 


10 


www.urbanmammoth.com 
Hasslefree Miniatures 


11 


www.hasslefreeminiatures.co.uk 
Otherworld Miniatures 


11 


www.otherworld.me.uk 
Thunderbolt Mountain 


14 


www.thunderboltmountain.com 
Reaper Miniatures 


16 


www.reapermini.com 


Red Box Games 


20 


www.red-box.games.com 


Battle Reports 
Pulp City. 


23 


www.infinitythegame.com 
Secrets of the Third Reich 


33 


www.infinitythegame.com 
Warmachine 


46 


www.infinitythegame.com 


Game Reviews 
Mongoose Publishing: Apocalypse Z 


55 


www.mongoosepublishing.com 
World Works Games: Atlantis 


55 


Thoumont’s 


57 


www.worldworksgames.com 
Aberrant Games: Warlands 


58 


www.aberrantgames.com 


Terrain Workshop 


War-torn Landscapes 


63 


Game Scenario 
Rezolution: Another Fine Mess 


67 


www.aberrantgames.com 


Game Supplement 
Secrets of the Third Reich: New Mechs 70 
www.westwindproductions.co.uk 


Game Preview and Interview 
Darkson Designs 72 
www.darksondesigns.com 


ADVERTISER INDEX 
Great Canadian Miniatures IFC, 59 
Reaper Miniatures 6, 64 
World Works Games 9 
Darkson Designs 13 
Mongoose Publishing 18 
Brand X Painting 25 
Aberrant Games 27 
Grindhouse Games 31, 61 
Otherworld Miniatures 32 
Urban Mammoth 37 
War-Zone GTS 41, 56 
Columbia Games 42 
Thunderbolt Mountain Miniatures 47 
Your Move Games 51 
Warm Acre 58 
Corvus Belli 60 
Blue Table Painting 68 
Shattered Sword 69 
Hotz Artwork 71 
Privateer Press 72 


This issue’s artwork was provided by Robert and Crystal Kingery over 
at Darkson Designs. Check them out at www.darksondesigns.com for 
some good Weird War II action. 


MINIATURE REVIEWS 


280229-0162 Acontecimento Regulars 8.50€ 


This model is sniper, and he is a little different 
than your normal Infinity model as he is in a 
prone position rather than an action stance. He 
comes in four pieces and also has a round plas- 
tic slotta base included. One of the pieces is his 
sand bagged position which fits into the slotta 
base and provides a nice shaped base for his 
body to lie on. The rest of the pieces include 
his right arm which is holding the powerful 
looking sniper riffle, his left leg from the knee 
down, and then the rest of his body. There are 
only very slight mold lines and a few injection 
spurs to clean off, but for the most part the 
model is a very clean casting full of sharp and 
very intricate detail. He obviously does not have a balance issue, nor does he have 
any weak spots since even the long riffle he holds connects to the torso at two differ- 
ent places. I am assuming that this will be only the first in a series of Acontecimento 
Regulars that we are going to see, so hopefully we can stand by for some more. 


PanOceania 


280230-0167 Swiss Guard (HMG) 8.50€ 


One of the newest additions to the PanOceania amy list is this sweet looking Swiss 

Pr a Guard, armed with nothing 
less than a Heavy Machine 
Gun (HMG). The model 
comes in a total of six 
pieces, and that is not 
counting the round plastic 
slotta base that is also sup- 
™ plied. Two of the pieces 
Weare the typical antennas 
WH that you normally find with 
PanOceania models and 
ume | my they come mounted on a 
=} common sprue. Two more 
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Swiss Guard 


PanOceania 
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Acontecimento Regulars 
opperl Sniper 


of the pieces are her arms, one being empty handed, and the other is toting the HMG 
in a one-handed grip. The final two pieces are the main torso, which all the pieces 
attach to, and her left leg which is bent and raised as if she were running. All the 
pieces are very nicely engineered with ball in socket joints so that they fit together 
superbly. As are most Infinity models, this one has excellent detail with sharp dis- 
tinct features and lines that are very easy to pick out. The model 
has only the faintest of molds lines and a few easy to remove 
spurs so very little prep work will be needed before assembly. I 
really like the stance of this model, and even standing on one toe 
does not seem to introduce a weak spot at her base as she is still 
plenty rigid. This is a very nice model that PanOceania players 
will love having on the field for her looks as well as for her pow- 
erful gun. 


280526-0166 Reverend Moiras 7,50€ 

#) | have to admit that when looking at this model the word Rever- 
end is not one of the words that pop into my mind. Of course that 
=) is probably the intent. This little lady comes in three pieces not 
fy including the round plastic slotta base, and she has more in the 
| way of weapons the she has in the way of clothes. She obviously 
trusts in her guardian angels to protect her in battle rather than 
armor. The three pieces that make up the model consist of her right arm, which is 
cradling a big ole Heavy Machine Gun (HMG), her right arm, which is waving 
around a very sizable sword, and her main torso. The two arms and the weapons they 
carry are both mounted on a sprue and these pieces seem to have a significant amount 
of cleanup needed, where the main torso Sou needed nothing at all. Her right 
Oo ; arm connects in such a 
way as to be plenty 
solid, but her left arm, 
being extended the 
way it is and holding 
out the long sword 
away from her body, 
Mputs that particular 
fy joint in a bit of danger 
of being glued more 
Per STP than once. Besides 
HmG ay that, she is a nice little 
@ addition to the Nomad 

4 army list. 


Nomads 


HOLOCARD REF: 280527-0169 


Moran, Maasai Hunter 
Combi Rifle. CrazyKoolos 
Nomads 


280527-0169 Moran Maasai Hunter 13,00€ 


One thing I love about the game of Infinity is that the creators just love to have fun 
and don’t take themselves too seriously. This model (or rather set of models) is yet 
another example. What we have here is a pretty tough looking dude that is our 
Hunter, and by his side he has his two trusty fighting midget robots. The robots don’t 
look all that fearsome, and in fact they are called CrazyKoalas, so they score more 
points in the humor area than the “strike terror in your enemies” area. Each of the 
two CrazyKoalas are made up of two pieces which are the head and torso, and they 
each also come with their own round plastic slotta base. The Hunter himself comes in 
three pieces, and he also has a round plastic slotta base. Besides his main torso, his 
knife wielding left hand and the antenna on his back are the only two other pieces. 
The CrazyKoalas have a support post connecting the two pieces, and the two smaller 
pieces of the hunter come attached on a sprue, so there is actually more cleanup re- 
quired for these little guys that you normally find for Infinity models, but there is 
nothing needed that is very involved. But heck, you get three models out of it so what 
are you complaining about? This guy and his little bud- 
dies fit well into the general theme of the Nomad army, 
and I would love to field the CrazyKoalas for the mind 
games you could play on your opponent if nothing else. 


280429-0164 Azra’il (Feuerbach) 8.50€ 


The Azra’il are a Special Deterrent Group with the ranks 
of Haqqislam. This particular soldier is posed in a mov- 
ing or ready to fire stance. He’s wearing heavy armor 
and is carrying a Feuerbach anti-tank rifle. The armor is 
very detailed and his belt is loaded up with a variety of 
small pouches. He’s also wearing a heavy helmet, but 
the visor is open so you’ll be able to paint in his face and 
eyes. This particular figure comes in three pieces with 


Azrail 


Haqgislam 
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Feuerbach 


each arm needing to be attached to the body. The arms are sculpted to both be hold- 
ing the rifle so you’ll have to take that into consideration when gluing it, but the 
rounded joints should make that fairly easy. The miniature comes with a round slot- 
ted base. 


280331-0168 Karakuri (Combi Rifle) 8.50€ 


The Karakuri are very 
sleek and _ sophisticated 
robot troopers created by 
the Yu Jing. Although this 
Karakuri is designed to 
have a feminine look to it, 
it is obviously a dangerous 
weapon of war. The 
sculpting of the armor is 
very finely detailed and | 
should be really fun to , 

paint. The Karakuri is VLC, 
armed with a Combi Rifle Yustiag 

and also some kind of pro- 
jectile weapon it the left 
hand. The model itself will 
be a little tricky as it comes as 5 separate pieces that will need to be assembled. Both 
legs and the left arm are separate pieces that will have to be attached to the torso. The 
joints are well defined so the assembly should be easy enough. A round slotted base 
is also included. 


HOUOCRAD He 60331-0168 


280330-0163Aragoto Senkenbutai 27.50€ 


The Aragoto Senkenbutai are advanced guard for the Yu Jing and you can easily tell 
why when you see the motorcycles they are riding. 
These miniatures are just pure unadulterated awesome. 
Even if you don’t play Infinity you’ll probably want to 
consider getting a box just for the look of these minia- 
tures. The box comes with two futuristic looking motor- 
cycles. The cycles are just fantastic looking with a very 
stealthy and speedy design. The box also comes with 
two riders, 1 male and 1 female. Both are wearing what 
ey looks to be a light to medium armor with full face hel- 
4) mets. Each rider will need to have both arms attached to 
4) the body, with each having one arm holding a bike han- 
dle and the other hand holding a weapon. Now comes 
the tricky part. There are two foot pegs and an addi- 
tional driving handle that will have to be attached to 
4) each bike and boy are these parts tiny. I’m sure it will 
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be a frustrating assembly, but looking at the results after it finished will be well worth 
it. These are definitely my new favorite miniatures from the Infinity line. The box 
also includes 2 40mm round bases for you to mount the bikes on. 


280127-0165 Equipe Mirage —5 23.50€ 

In this box set you get two models, one regular size human female and one large An- 
tipode. The female figure comes with separate arms which are glued on at the shoul- 
der. Thankfully, the gun is attached to her left hand so you’ll have an easier time with 
assembly than if the gun was its own piece and I’m glad for that. There were several 
bits of flash that needed cleaning on her, but there was no mold line to be found. The 
larger model is made up of six parts consisting on his body, a backpack, the left leg, 
each arm and a machete held in his left hand. There was significantly more cleaning 


needed here than on the smaller model with bits of flash and faint mold lines on most 
parts. A very cool addition to this set is an additional casting that goes on top of the 
large base. They could have just let you put the big beastie on top of the large round 
base and called it a day, but adding this bit of rocky terrain adds some extra detail to 
the model. I hope that this is a trend that continues with more models in the Infinity 
line. Both models could fit in nicely into a sci-fi rpg as well as bolstering an Ariadna 
army in Infinity. 


280622-0170 Suryats (Multi-Rifle) 8.50€ 


This Suryat comes 
with five parts but 
only four are needed to 
assemble the figure. 
Which piece ends up 
being extra is up to 
you. He (it?) can be 
armed with either a 
large rifle or a pistol. 
Two different left arms 
are provided, one for 
each weapon choice. 
The head and right 
arm are also separate 
pieces. The main part 
of the model, the torso 
and legs, single piece, had no visible mold line but there were a few bits of flash that 
needed to be cleaned from around casting tab. Each of the other hands needed more 
significant cleaning of bits of flash and I could only find a very faint mold line on the 
rifle. Eh holds a helmet cradled in his right arm and is in a pretty relaxed pose. I like 
the look of the armor with its various plates that all kind of lock together. He’s a nice 
addition to the Combined Army. 
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Reviews by Clay Richmond, Rodney Forehand and Mark Theurer 


GRINDHOUSE 


Grindhouse Games, authors of the Secrets of the Third Reich (SOTR) game that is 
published by WestWind Productions, have created a line of miniatures that can be 
used with SOTR or their own new upcoming game Incursion. Of course, you can 
also use them in whatever other games you like. 


The first group that we’ll look at are part of the Allied forces. The consist of several 


large guys in heavy power-assisted armor and are called APE’s which stands for Ar- 
mored Personal Exo-system. All of the APE’s are built on the same basic form of a 
large body part, a head, right and left arms and a backpack. Each of 


Slugger Murphy $14.00 

APE Sarge, HMG Ape or APE Blazer $13.00 each 
Grunt APE I or II $12.50 each 

Allied Starter Pack (all six models) $70.00 


Slugger Murphy 


APE Sarge 


Sarge is very similar to Slugger, but with a couple of changes. He’s standing on level 
ground with his torso slightly turned as if he’s taking a step. In addition to a single 
grenade on his belt there’s also a flashlight. He has the same backpack as Slugger, 
but carries a fire axe in his left hand and a drum-fed gun that is attached under his 
right hand. The fire axe is being held close to the blade so it’s probably more suited 
to being held in a position closer to being parallel to the ground rather than in a 
swinging arc. The head is similar to Slugger’s but without the cigar. 


Slugger looks like he’s standing on a busted fire hydrant and carries a revolver and 
baseball bat. The armor is made of heavy metal plating and there are a couple of 
smoke grenades on his belt along with a few pouches. Pistons can be seen around his 
boots. His left hand holds a baseball bat that has several nails driven through it for 
extra punch when splitting zombie skulls. I was initially worried that the bat would 
look puny next to the big and bulky power armor but it looks fine now that I can see it 
up close. There is a chain that leads from the end of the bat to the armor itself so 
Slugger doesn’t have to worry about dropping and losing it during a fight. There was 
a faint mold line running up the bat. In his right had you find a large revolver and 
there was also a faint mold line on this piece. Both fit right into place on the torso via 
peg/void joints. Slugger’s head nests into place between the oversized plate shoul- 
ders. 


He’s chomping on a cigar and has a mechanical eye piece over his right eye. His 
backpack is topped by four smokestacks and below that there is some kind of com- 
pressed gas canister that probably powers the pistons in his boots, a bedroll and a can- 
teen. He’d have to get out of the armor to get to the canteen but maybe each one of 
these guys carries a canteen for someone else in the unit to use. It’s still a nice bit of 
extra detail. Assembly went really quick and there was a very minimal amount of 
cleaning needed. 


Grunt APE 1 


He’s also in the same walking pose as Sarge and he comes with two different heads 
that are just slightly different from one another. His left hand takes a bit of a depar- 
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ture from the previous weapons and his is a set of sharp clamping jaws that have 
some visible pistons to power it. His right hand carries the same gun as Sarge. His 
backpack has lots of extra stuff on it including some more pouches, a shovel, and 
what looks like a sword in a scabbard. 


Grunt APE IT 


He’s standing in more of a solid, standing straight up, pose that does not imply that 
he’s walking, like APE 1. Other than the pose and the left hand he’s the same as APE 
1, except that his bits of gear and pouches that are sculpted onto the main body are a 
bit different than Grunt Ape I. His left hand is a power fist. 


HMG APE 


Here we start getting into guys with heavy weapons that cause massive casualties. 
The HMG APE gets an additional piece which is a belt of ammo for his HMG. He’s 


standing facing straight ahead and follows the same assembly (arm / arm / head / 
backpack) scheme as the others, but the ammo belt trails from the gun to his back- 
pack. The backpack still has the for smokestacks but also has its compressed gas can- 
ister sitting upright rather than parallel to the ground. The HMG and arm that’s carry- 
ing it are a single piece so you don’t have to fiddle with a bunch of different bits try- 
ing to get it to all fit together just right. His left hand is the powered “snipper” like 
Grunt APE I has. 


APE Blazer 


Armed with a long flamethrower, the Blazer APE is made up of six parts like the 
HMG guy. He’s in the walking forward pose and his left arm is the same power fist 
as Grunt APE II. His backpack is a bit different than the normal guys because it has a 
small fuel tank that attaches via a hose to his flamethrower. The weapon is kind of 
thin and long when compared to the rest of the APE’s armament so if any piece is a 
likely candidate to get bent during use it’s this one. You'll need to do a bit of bending 
of the hose to get it to line up properly with both the fuel tank and the back of the 
flamethrower but if you’re careful you should be ok. 


All of the APEs went together quite easily and there was a very minimal amount of 
cleaning needed. In the pictures presented here you’ll notice that the plastic bases 
have the look of a damaged street or something similar. This texturing does not come 
on the bases included and you’ll either need to do it yourself or pick up some resin 
inserts if you want to accomplish the same look. I was very please with how quickly 
they all went together and were ready to be painted. I could see them doing double- 
duty in games like AE-WWII or other similar games. If you were playing an rpg like 
d20 Past or even a time travelling super-hero game these guys could see more action 
there, too. I really like the chunky, or blocky, look of the models and all of the visible 
rivets and pistons. They are definitely of a higher technology than was available dur- 


ing our real WWII but they have the look and feel like something that could have 
been made back then. They are not so sci-fi looking to make them look out of place 
in the era where they are intended. 


Gretel von X $8.50 

Ilsa von X $8.50 

Sturmzombies I, II or III $9.50 per pack of two models 
Bomberzombies $11.00 per pack of two models 


Gretel von X 


Gretel is the first of the sisters and she is a single piece model that’s dressed in quite 
provocatively. She’s wearing boots that come up to her knees, tights that cover past 
her thighs, panties, a corset and then a shirt, tie and hat to finish off her clothing. She 
carries a riding crop in her right hand and fires a SMG from her left. Her face is 
sculpted to have her either shouting or screaming at someone and her hair is tied up in 
pig-tails which gives her a bit of a “little girl” appearance but the rest of the model 
really doesn’t say that at all. It’s a bit of a contrast of styles that I think comes off 
well. On one hand she definitely looks like some kind of kinky deviant but then her 
hairstyle just really says the opposite. I’m sure that it’s been intentionally done and I 
think it was pulled off well. The gas can in the picture has been molded as part of the 
figure, but the broken rocks are not part of her base. There was a visible mold line 
around the inside of her arms and legs but it was not too hard to carefully get rid of. 


Ilsa von X 


Her sister, Ilsa, has had her face terribly scarred by her Father’s experiments and she 
wears a gas mask to hid her hideous features. She’s wearing much more clothing 
than Gretel, but does wear a similar corset and long shirt, and is posed in somewhat of 
a nimble jumping pose while firing two SMGs. The left arm is a separate piece and I 


found much less that needed cleaning on her than 
on Gretel. The left arm fits on to the body up at 
the shoulder and you have a good amount of 
choice on exactly how to position it. The large 
cog and metal plate that you see in the picture are 
part of the model. 


So, let’s say you’re a crazy Nazi scientist that 
experimented on his own daughters. What else 
could you possibly give them to help them grow 
up into perfect young ladies? Zombies, of 
course! There are three packs of Sturmzombies 
and one duo of Bomberzombies available. 


Sturmzombies I, II and III 


Sturmzombies come two to a pack with each col- 
umn in the picture below showing packs I, II and III respectively. All of them are 
single-piece models and they come with round slotta-bases. Each set of two zombies 
has one guy that’s a bit more technologically advanced than the other. One has a gas 
mask, one has a nasty blade grafted on to his arm and an electronic device on his belt 
that is attached to his spine and one has a similar device on his back that’s connected 
to his head. 
There’s another 
one with a similar 
control device on 
his back, too. 
Even with these 
bits to tech grafted 
on to them I’d be 
ok using them as 
regular zombies. 
Each needed a bit 
of cleaning but the 
mold lines were 
generally very 
faint and there 
were a few bits of 
flash here and 
there. 


Bomberzombies 
I have a soft spot 


for zombies so 
exploding zom- 
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bies are something that just makes me smile. These 

two guys have been altered to carry a large explosive 
and them go ka-boom at the most opportune moment. These guys have mechanical 
parts grafted onto their arms and their midsection is taken up by what looks like a 
round naval mine. A heavy harness holds their top and bottom halves together and 
there’s visible sections of their back still intact so I suppose that their spine is still 
intact, allowing them to walk around. 


Cleanup was about the same as with the Sturmzombies so these guys were ready to 
paint in short order, too. All of the zombies here could also be used in games of All 
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Things Zombie or any rpg that has ravening hordes of flesh-eating undead running 
around. 


Official SOTR rules for all of the figures here are posted up on the Grindhouse 
Games Incursion website at http://www.incursiongame.com/pages/downloads 


Reviews by Mark Theurer 
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34607 Junker Titus IV Scorpio CLAU $50.00 


Neither one of these next two models from Urban Mammoth are brand new, but they 
are new to me and could still be counted among recent releases. 


The Titus IV Scorpio comes in sixteen parts and will require quite a bit of assembly 
on your part. From the picture it looks like the top half of the model is significantly 
heavier and bulkier than the bottom and that’s definitely the case. The “bottom” is 
made up of just the feet and legs. The feet, or boots, and leg pieces are separate but 
they go together really well with joints that can only fit together one way unless you 
want to do lots of converting. 


The upper part of the model, well the whole model really, is based around a single 
torso piece where everything else pretty much attaches to. The torso is definitely a 
hefty piece and I do have a bit of concern about it being higher, rather than lower, on 
the model and how stable the final figure will be. The head slides right into place and 
there are two “engine” type pieces that fit above the shoulders and behind the head. 
A twin chaingun is housed in the right arm, which is made up of four parts. The 
shoulder piece fits on to the torso at a ball/socket joint and gives you some range of 
motion around the ball part of the joint if you want. The gun, a belt feed, and another 
smallish box fit together to finish off the right arm and generally wherever parts are 
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supposed to fit together you’ll find a small void on one and a small dimple or bubble 
on the other where the two parts meet up. Even with lots of bits the assembly went 
pretty smoothly and was not frustrating at all, which you might expect with so many 
pieces. The left arm has the same type of large shoulder plate, then an “L” arm sec- 
tion and then two smaller parts that make up a three “fingered” hand. This arm would 
be better to rotate around the shoulder’s ball joint than the chaingun arm because you 
could put it up into a swinging type pose. 


Cleanup was mostly made up of removing some mold lines and removing a few stray 
bits of metal here and there. Using pins or epoxy where the legs meet up with the 
torso is probably the best course of action, but I think the completed model will hold 
up well on the tabletop, but sill still be a bit top-heavy. Both shoulder pieces have 
lots of decoration sculpted onto them and there are dings and scratches on various 
parts of the Scorpio to represent battle damage. 


34608 Junker Titus IV Nero CLAU $50.00 


Another sixteen parts make up the Nero, which centers around the same type of large 
torso. The head and engines are pretty much the same as with the Scorpio, but there 
are some differences in how the model goes together. Instead of ball/socket joints 
most parts fit together via a joints that allows just a single way for them to go to- 
gether. This does limit the range of motion that you’re allowed but it makes assembly 
a snap. Both arms end in giant chainswords. The legs connect to the torso via an- 
other piece and each leg has an additional small rod that bulks up its mass a bit. You 
have the same top-heavy issues as with the Scorpio but the way the parts go together I 
think that regular super-glue will do the 
trick just fine for all the parts. Neither 
CLAU comes with the rocky textured 
base that’s seen in the pictures. Both 
come with standard, rounded edge, large 
round slotta bases. 


Both of these models are for use in Me- 
tropolis as part of the Junker army. I’m 
running a Viridian army in Metropolis so 
won’t be using these for their regularly 
intended purpose. For me, they will end 
up in my German army as Mecha in Se- 
crets of the Third Reich. A bit later in 
this issue you can see them in the Game 
Supplement article. 


Reviews by Mark Theurer 


SCULPTED BY MATT LORD 


a\ \ \\ Uwuatwuures 
HFW 204-208 Zombies £13.00 each 


HF W209 Zombies (all five) £12.00 
Sculpted by Matt Lord 


We’ve got a nice little gaggle of zombies from Hasslefree here. They were released 
as part of Hasslefree’s White Metal line of figures which showcases sculptors other 
than Kev White. Four out of the five are single piece models and the one that needs 
assembly has his right arm cast on the same tab as the rest of the miniature. It can be 
positioned to be sticking straight out as if he’s pointing or reaching towards a tasty 
morsel to snack on. The place where his arm meets up with his shoulder is a flat-to- 
flat joint and doesn’t really need to be pinned unless you’re expecting to bang the 
model around. He is wearing baggy pants with large bulging pockets close to his 
knees and a shirt that’s really been torn up. The right side of his ribcage is visible 
where he’s taken some damage and there’s also some flesh ripped away on his left 
arm. His mouth is agape and he had a proper zombie blank look on his face. The 
angle to which his right foot is bent suggests a gross deformity of his ankle but it’s 
hidden by his pant leg. The balding fellow also sports several rather terrible wounds 
including a huge portion of his left thigh looking like it was ripped away and he also 

= has a big ding, or hole, on the 
right side of his head and 
either another side of the 
wound, or some chewed 
flesh, can be seen in his left 
cheek area. The guy with his 
legs spread in a long step is 
really a mess. He’s had his 
left arm ripped off and also 
has other massive damage to 
his left side. Ribs, muscle 
_ and intestines are seen hang- 
* ing out and the upper part of 
his left leg has also suffered 
major damage. On top of all 
of that his right foot looks 
like it’s almost completely 
gone so whatever zombie 
snacked on him_ probably 
* started with his little piggies 
that didn’t quite make it to 
market. Damaged and stag- 
gering forward is what looks 
like what use to be a busi- 


HFW204_ ZOMBIE #1 BY MATT LORD 


be, 
+a) 


HFW206 ZOMBIE #3 BY MATT LORD 
GENERIC ZOMBIES 


HFW208 ZOMBIE #5 SCULPTED BY MATT LORD 
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nessman. His hands have visible damage and his right leg is also a bit torn up. The 
right side of his face also looks a little worse for wear. The least messed up guy is 
wearing a suit and tie and while his clothes are a bit torn up and his face looks a bit 
sunken, probably hasn’t had a proper meal for days, there’s not any exposed gory 
mess on him. His stance is not quite right for a living guy and you could see him 
shuffling forward instead of walking normally. All five of them needed to have some 
slight mold lines removed, but they were quickly cleaned and based. They don’t 
quite have the “quick” zombie look like the Sturmzombies do from Grindhouse 
Games, but you could toss them into a unit of any kind of modern-ish zed and I think 
they’d do just fine. 


OTHERWORLD 
MINIATURES 


DM69b Stirge Swarm £30.00 
Sculpted by Kev Adams 


Review by Mark Theurer 


4 


Anyone that has played D&D for any length of time, and especially if they played 
back in the day, will be familiar, and possibly have some not so fond memories, of 
these little creatures. In fact I remember them so well that just handling these models 
gave me the willies. There are a grand total of twenty (20) models in this big pack, 
and each comes with a standard sized clear plastic flying base. There are actually 
four different poses in the pack, though the variations between the poses are rather 
limited, though the sizes do vary a bit. All the models are single piece solid cast mod- 
els, and have a nice socket in their underbelly so that they can mount firmly on the 
flying base. I found that 
you can actually assemble 
them all without even using 
glue if you like. The mod- 
els are all fairly clean with 
no more than a couple 
small spurs to remove, so 
besides the work due to the 
large quantity of models, 
there is very little cleanup 
work require. Once assem- 
bled, the models are very 
stable and not likely to 
suffer casual damage. A 
great pack to really surprise 
a group of wondering ad- 
venturers. 


BS2a The Giant Alliance (cast in resin) 
£50.00 

BS2b The Giant Alliance (cast in pewter) 
£50.00 

Sculpted by Paul Muller 


You can buy this set of four giants in resin or 
pewter and can also buy them individually 
rather than as a set of four. Individually they 
range from £11.00 to £16.00 so you’re getting 
a decent discount if you get them all at once. I 
got the resin set so that’s what I’ll be looking 
at for this review. 


All four come with textured metal bases but 
I’ll be putting all of them onto 2” square bases 
so I can use them in D&D and as part of a 
Warlord army centered around several Giants. 


The Hill Giant, leftmost in the picture, comes 
in just two pieces (hands/club an the rest of 
the model) and from the soles of his feet to the 
top of his balding head he measures 51mm. 
He’s a bit taller than most of the ogres that I 
have, which you’d expect, but not so much that he could not work in that role too. 
Assembly was very easy as both wrists went right in to place on his arms. If you 
think his face looks like a grumpy old man that’s what I thought too. 


The Stone Giant comes in three pieces with both arms coming separate. They fit right 
on at the shoulder but there is a slightly visible seam between where the arm ends and 
the shoulder begins. You could fill this in with a very tiny bit of putty of it could just 
disappear when he’s painted. He’s right at 65mm from the bottom of his feet to the 
top of his totally bald head, which is a bit shorter (and thinner) than the Reaper ver- 
sion of a Stone Giant but I think they’II look fine side by side and that’s how I’1l field 
them. His muscles are very well defined and there’s a very stern look on his face. 


Even taller is the Frost Giant who comes in at about 75mm tall. He’s also a bit heav- 
ier than the first two due to his extra mass. With this one we get into a bit more armor 
and it’s all very nicely detailed. I’ll be going with a more traditional, at least I think 
so, blue skin tone on him but that’s just personal preference. He went together pretty 
easily with both arms slipping in under the shoulder pads. 


Last up is the Fire Giant and he’s the thickest of the bunch. His head is a separate 
piece and both arms comes connected to his very long sword. It’s so long that it wor- 
ries me a bit in that I might break it accidentally but there’s a little “give’ if you move 
it back and forth so maybe my fears are mostly unfounded. Still, I won’t test it much 
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more than I already have. He’s the most heavily armored of the bunch and comes in 
at about 67mm tall without counting how much his sword sticks out past the top of 
his head. 


You’ll want to gently wash all of the resin parts in warm water with dish soap to clean 
off any mold-release agent before priming them. When cleaning up the figures you’ ll 
find small feathery bits (sometimes like webs too) of resin that you just need to care- 
fully scrape away with your hobby knife. I found very few mold lines one any of the 
models but those that you do come across you'll want to be very careful in removing 
so you don’t accidentally dig into or chip the model. Resin holds great detail but it’s 
also easy to damage if you’re not careful, and sometimes even if you are careful. 
There are some places on each model where you’|I either need to clip off or carefully 
scrape off extra resin where the model was cast. Just take extra care when cleaning 
and you should be fine. 


If you’ve not played with resin figs before there’s a lack of weight that you’ll need to 
get used to when handling these and the longer bits, like the Fire Giant’s sword and 
the Frost Giant’s axe are a bit more susceptible to breaking than their metal counter- 
parts. Just don’t use them for lawn darts and it should all be good. My D&D group is 
about to start the classic D&D G-series of modules so all of these, and many more, 
giants will see lots of use around here soon. 


Reviews by Mark Theurer and Clay Richmond 


OCCULT EXPAN SION 
SOLDIERS OF THE SHADOW WAR 
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Set of Two Wolves $7.00 
Sculpted by Tom Meier 


THUNDERBOL 
MOUNTAIN 
5 The set of two wolves is a package 
deal for the Giant Wolf Stalking 


14 (#8530) and Giant Wolf Baying (#8531) in the 
* Goblin army section. As the descriptions imply 
you get one wolf stalking, that is his head is low- 
ered and his pointed out behind his body. The 
other wolf stands a little more erect and has his 
head pointed skyward with his mouth open in a 
howl. On the matter of scale these do qualify as 
rather large wolves. For the baying wolf I meas- 
ured 25mm from the bottom of the base to the top 
of his shoulders. As for the sculpts themselves 
they are very nice wolves with a lot of attention 

: spent on the musculature and fur. These wolves 
could = used for more e than just fantasy gaming and should be usable for a variety of 
gaming genres. There is no assembly required for these wolves. 


8500 Heavy Goblin in Chainmail $3.50 
Sculpted by Tom Meier 


This heavy goblin is advancing forward with 
his spear lowered and body partially hidden 
behind his shield. He is wearing a chainmail 
shirt held in place by a belt. There is also a 
dagger on the belt. The sculpting of the chain- 
mail is excellent and really does look like a lot of tiny links. This goblin is also wear- 
ing conical helmet to protect his head. I have to say that as far as goblins go this one 
is pretty ugly! Perfect for heavy line troops you could buy several to make a nice 
formation of troops. The spear is rather thin and delicate so you will have to be rather 
protective of it. The spear needs to be attached as well as the round shield. This one 
does not come with a separate stand, but his base is small enough to fit on a 1” base. 


8501 Heavy Goblin in Scale Armor $3.50 
Sculpted by Tom Meier 


Here’s another heavy goblin in Thunderbolt Mountain’s heavy goblin infantry line. 
This one like the other goblins is one ugly looking dude, but that’s perfect for gob- 
lins! This one is wearing scale armor and I’m becoming really fond of these sculpts. 
The portions are very realistic and none of the body parts are overstated. Besides the 
scale armor, this goblin also has a large knife strapped to its belt. He has a spiked 
helmet protecting his head. One arm is position to cover the torso with the round 
shield while the other arm is held overhead so that a sword or spear could be placed in 
the hand. There is some assembly for attaching the weapon and the shield. A metal 
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base is part of the sculpt, but it is small enough that it can be 
glued to a 1” base. 


8502 Heavy Goblin in Banded Plate Armor $3.50 
Sculpted by Tom Meier 


This goblin from the 30mm Goblin army line is dressed to 
kill in large banded plate armor. I have to say the sculpting 
of the armor is very well done too. This goblin has his 
shield arm positioned low with his other arm in an overhand 
attack. This figure comes with a round shield and 
sword, but if you can easily put a spear in his hand if 
you choose too. In addition to his main armaments, he 
also has a large dagger attached to his belt. A conical 
helm is protecting his head. The shield and weapon are 
the only assembly and like the others the base is al- 
ready part of the miniature. It can easily be attached to > Ys 
a 1” base to match any other goblins you might already = 
be using. a 


8503 Heavy Goblin in Chainmail and Plates $3.50 
Sculpted by Tom Meier 


Probably my favorite of the heavy goblins this one is = 
wearing chainmail armor. Unlike the other goblin in chain- 
mail, this one has plates covering his shoulders and several 
overlapping plates going down his back. This one also has a 
conical helmet protecting his head. A very ugly goblin head! , 
A strap over his shoulder holds a dagger as a secondary 
weapon. This goblin comes with a round shield and spear. 
Like the others, the spear and shield will need to be attached. 
The weapons from all these miniatures are fairly interchange- 
able so this should allow you to get several of each and make 
your army look unique even with duplicate figures. This 
figure comes already attached to a base, but this base is also 
small enough to fit on a 1” round or square base. 


8510 Goblin Archer Firing $3.00 
Sculpted by Tom Meier 


= ~ 
This angry goblin has his mouth open in a war cry after just having fired his arrow. 
This goblin is definitely of the skirmisher variety as he his only wearing a loincloth 
and his quiver. Attached to his belt is also a dagger or possibly a short sword. Once 
again I have to say I really like the realistic body portions of these goblins. What I 
really like about this goblin is his recurve bow actually looks like real bow, instead of 
some of the crazy stuff you see on other goblin miniatures. Oh, and the arrows are a 


realistic size as well. This is a very nice sculpt and sure to make 
any goblin army look good. No assembly is required, although 
you can attach it to a 1” base to match other systems. 


8511 Goblin Archer Firing $3.00 
Sculpted by Tom Meier 


Here is another goblin firing a bow, 
but in a different pose from the one 
mentioned above. He also wears 
only a loincloth and a short sword 
attached with a belt. He is also 
armed with a recurve bow and looks like he has just re- 
leased his arrow. This goblin is also well detailed and 
nicely proportioned. He has a quiver strapped to his 
back, but has no other equipment. This one will also 
make a good skirmisher for any goblin army and requires : 
no assembly. The metal base is small enough to be attached to a 1” base. The archer 
goblins are slightly shorter than their front line relatives and stand at about 24mm. 


8512 Goblin Archer Loading $3.00 
Sculpted by Tom Meier 


This goblin is set in a loading position although he doesn’t 
really have an arrow in his hand. Not that it’s important 
for me that he has one anyway, because this is another 
sweet looking goblin archer. He’s dressed only in a loin- 
cloth to show off his six-pack abs! He also has a short 
sword on his belt and a quiver on his back. The propor- 
tions on this one are also very realistic looking and makes 
for a well balanced looking figure. There is no assembly 
required for this miniature, and can easily be attached to a 
1” base. 


8513 Goblin Archer Loading $3.00 
Sculpted by Tom Meier 


Reaching over his shoulder to draw an arrow from his quiver is 
another goblin archer. He too is lightly armored with only his 
quiver and a loincloth. He has a short sword attached to his 
belt. This one you can really see his face and so should be able 
to have some fun painting this guy up nice and ugly. This one 
is the last of the goblin archers, but if you choose you can buy 
all of them together in one pack. There is no assembly required 
for this miniature, and his base is small enough to be attached to 
a 1” base. 
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8520 Goblin Command Pack $10.50 
Sculpted by Tom Meier 


The goblin command pack comes with three goblin 
miniatures. One thing I really have to say that I like 
about this goblin range is that the goblins are sized by 
their apparent combat strength. The archers were 
generally 24mm, the heavy infantry about 28mm, and 
now the command group fills the whole 30mm size. 
More muscled and thicker proportioned are these 
command figures too. The pack comes with one gob- 
lin hunched over carrying a large drum on his back. 
He is only wearing a loincloth and doesn’t possess 
any weapons. The next goblin follows behind the |7 
drum bearer and actually plays the drums. He is 
wearing a loincloth and he holds two large bones (one in each hand) that he uses to 
beat the drum. The last and most physically larger of the three is the standard bearer. 
The standard bearer is wearing a large animal pelt in which the animals head fits over 
his head like a hood. In his right hand he’s holding a large club and in his left he 
holds the standard. The standard is really cool with skulls stacked on the top of it. 
The upper skulls are obviously the fresher ones as they have more skin than the lower 
ones. A bird is also perched on the standard picking some meat from one of the 
skulls. The only assembly required for this set is on the standard bearer, in which 
you’ll need to attach both the club and the standard. This is a great looking set and 
will look good in any goblin army to add some flair to your command unit. 


8521 Goblin Captain $4.50 
Sculpted by Tom Meier 


Wow, this one is the biggest 
goblin yet! Sticking to the 
increasing sizes of the gob- 
lins this one measure’s 
34mm and man is he one 
mean looking goblin. He’s 
dressed in a chainmail shirt 
and has a large fur cloak 
covering his back. His feat are protected by metal greaves, while is head is protected 
by a large conical helmet which is adorned with a fur plume. The captain carries two 
weapons, a large sword and a heavy whip. Both of these will need to be attached, but 
other than that there is no other assembly required. The base on this figure is also 
small enough to be attached to a 1” base. This guy will be great for a goblin army or 
just to use as a boss figure for a RPG. 


Reviews by Rodney Forehand 


3374 Ragnaros, Evil Warrior $9.99 in your game. If you intend to use her in a civilian role then definitely go with the 


oan + Sculpted by Bobby Jackson bottle. The dress is really well done with plenty of ruffles and a laced top. 
f,. ssompyabP Oe eatiny, — 
yi 


Ragnaros comes 3383 Vampire Spawn (2) $8.99 

in four pieces Sculpted by Derek Schubert 
(sword, body, 
shield and head) 
which all go together easily. The pose is a but hunched 
over, but I think the final model looks better than the photo. 
The sword and shield arms can each be rotated a bit to give 
a little different range of motion if you like. He’s wearing 
very stylized plate and scale armor and there are many 
skulls sculpted all over the place. There’s a very menacing 
open-mouthed skull by his belt / crotch area. With so much 
armor I think that he’ll paint up quickly and easily and I 
might move him to the front of my painting queue so I can 
him ready to face off against my adventuring party as soon 
as possible. You could fit him on to a 1” square base but 
you’ll need to do a bit of clipping of his integrated base. 


These two vampires, 
male and female, are 
each single piece 
models that need no 
assembly, but each 
did need a bit of 
cleaning. There 
were some bits of 
metal around their 
hands and feet and a 
could be traced 
around most of the 
female’s body but 
was mostly absent 


3378 Santoine De Fronze, Pirate $5.99 on the male. Something about their pose make me think that they just jumped out 
Sculpted by Scott Franchek from behind a door or curtain and yelled, “Boo!” They are both dressed in somewhat 
ragged clothes, which is appropriate for them being spawn instead of full-fledged 
With Santoine you get a choice of three different left vampires. The hands and faces stick out to me the most and they are really well done. 
hands to choose from. A bottle, a sword and a pistol. The male is dressed in jeans and a button-down shirt that’s open and flapping in the 
His right hand carries another sword, but I really like the wind. The female has on a corset and a skirt and both wear a necklace and other bits 
available options for his other hand. He’s wearing a of jewelry. I could see them being used in a modern game but most people will find 
typical tricorn hat and a long coat with many visible them best suited to a fantasy setting like as vampire minions for a D&D game they 
buckles. It looks like each ear is adorned with a large will do very well and I could also see them working their way into a Warhammer 
hoop earring and there’s an “x” on each of the front sides Vampire or maybe a Warlord Darkspawn army. 


of his hat. Cleanup was limited to a few mold lines, 
mostly on the upper and underside of his arms, but they 3384 Ingrid, Viking Warrior $6.29 
were pretty faint and easily taken care of. Sculpted by Werner Klocke 


3379 Dandy Franchesca, Pirate $5.99 
Sculpted by Scott Franchek 


Ingrid comes in four pieces (body, shield, sword and dagger) with 
her gear coming on a sprue of its own. Her legs are pretty bare but 
she’s wearing a combination of plate and chain armor. The left leg 
had a mold line running down her thigh that needed to be re- 
moved. It was a bit thicker than some other mold lines but I was 
able to remove it without damaging the model. Assembly went 
B smoothly with all parts fitting together without any trouble. When 
looking at the model the bottom portion looks bigger than it 
should, at first, but that’s because she’s wearing furry boots that 
make her feet look big. Her face is cleanly sculpted and is in the 
Werner Klocke style that we’re all used to. Her shield covers 
about 3/4 of her body and the resulting model is in a good combat 


Miss Franchesca would go well alongside Santoine in an adventur- 
ing party or as part of an encounter to challenge some player- 
characters. So far, in our D&D 4E campaign we’ve had at least 
three fights against pirates and these guys would do fine. They 
would also do very well as part of a pirate army for Warmachine. 
She comes with the same extra sprue of weapons as Santoine but fh 
only three of them are usable since her left hand is holding her 
dress, so that leaves you with the option of a sword, bottle or pistol 
and all work just fine depending on what role you want her to play 


pose. She would look good accompanying the next 
model on a dungeon crawl. 


3385 Amon, Viking Hero $7.99 
Sculpted by James VanSchaik 


Up to six pieces make up Amon, but you rally only 
need five since you get a choice between an axe or 
spear to arm him with. He also comes with a round 
shield for his left hand. All of the separate parts 
(arms and weapons) come on another sprue and each 
needed cleaning up of a few mold lines, but all of the 
parts went together easily. He’s climbing over a 
crumbling brick wall and has an extra sword at his 
side. He’s not wearing much in the way of armor, 
but is wearing fur boots, a long loincloth and a tight 
sleeveless shirt in addition to his helmet. A really excellent model here, but he’s tall. 
From the tip of his extended right foot to the top of the horns of his helmet he meas- 
ures about 57mm. So, he’s not giant or ogre tall, but he’s head and shoulders above 
his mates. 


3388 Garravank the Ghoul King $6.99 
Sculpted by Jason Weibe 


Yes, he’s naked. Very naked. No shame at all from Garravank, but I guess when 
you’ve degenerated enough to stalk graveyards and go all cannibal on us you’re 
probably not worried about your kibble and bits dangling about. If you’re put off by 
minis displaying their bits then move along. If not, then Garravank makes a very 
good, if not a bit disturbing, enemy to throw at your player-characters. He carries a 
large mace in his right hand that’s made of someone’s spine and is topped with a skull 
that’s had several spikes thrust through it. His face is sculpted in a way to show off 
his teeth that have been sharpened to points and he’s really ready to take a bite out of 
someone. There were several mold lines on the figure and since he’s all-flesh you’ll 
need to be careful when removing them so as to not 
mar the model. As you can guess he’s not carrying 
much in the way of equipment, but there are some 
nasty looking boils on his body. He’s fat but also 
has defined muscles. From a technical standpoint 
it’s a very good model that has definite uses in rpg 
and tabletop wargames, but it might not be aes- 
thetically pleasing to everyone. With that said, if 
you like the figure but are put off by his private 
parts that can easily be solved with a small amount 
of green putty that’s been fashioned into a loin- 
cloth. 
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out to either cast a spell or grab something. Even 


3389 Deckard Nighevil, Death Priest $7.99 
Sculpted by Bobby Jackson 


Deckard is a single piece miniature. His face is 
mostly obscures by his hood, but you can see his 
eyes, nose and mouth. He wears a mix of heavy 
plate and cloth robes and carries a large spiked 
mace in his left hand. His right hand is reaching 


though the figure is a bit flat the pose is good and 
implies movement nicely. There are skulls 
sculpted onto his metal gauntlets and shoulder plates so he’s pretty much locked into 
the evil cleric role unless you want to invest the time to remove them. For me, he’s 
going to remain a bad guy. There’s a good flow to his robes, but I think that his hood 
would have looked a bit better without the pointed end and if it had a more rounded 
back end. There are a few extra bits like some scrolls and you can see a book tucked 
under his cloak. A good all-around evil cleric here. He would easily fit on to a 1” 
square base if you want to do that, which I do with just about every man-sized fantasy 
figure that I end up using. 


3390 Lizardman Tyrant $12.99 
Sculpted by Ben Siens 


This model is a big brute of a lizardman 
that carries a spiked club and a shield that 
looks like it used to be a shell or some 
other piece of chitin armor from another 
beastie. The shield is a separate piece and 
is cast as part of the base that needs to be 
clipped off. It attaches right onto his left 
arm at the wrist. This guy has a bit of heft 
to him and is about the size of an 
ogre. The pose is a little flat and I’d have preferred his right arm, that carries the 
club, to have been a separate piece that could be posed with a bit more choice to the 
range of motion but if you are determined, and careful, you can adjust the right arm a 
bit. The front side of the model bears lots of flesh and muscle and leaves most of the 
scales to the back and head. He’s definitely been putting in long hours at the guy and 
is well muscled. The scales are all individually sculpted and vary a bit in size to keep 
them from looking too uniform, which is good. A forked tongue can be seen in his 
mouth among many pointy teeth. He’s wearing a tattered loincloth and also has a few 
armband and wristbands that have teeth or a small skull tied to them. He could easily 
do double duty as a dragonborn barbarian if you want but you wont be able to get him 
onto a 1” square base even if your life depended on it. He’d also do very well as a 
monster in a dank, humid dungeon that’s there to come up and bonk unsuspecting 
adventurers on the head. Whatever his role, you’1l be dropping him onto a larger base 
or leaving him on the integrated one that he comes cast on. A really excellent figure 


Spanning the entire First World War, Age of Dreadnoughts is a complete naval 
miniatures game based on the hit Victory at Sea rules system. Now you can play 
out these confrontations on the tabletop with entire fleets drawn from the Royal 
Navy’s Grand Fleet, the Kaiserliche Marine’s Hochseeflotte or any one of the 
many other nations featured. From skirmishes involving single cruisers hunting 
down merchantmen and surface raiders 

to the clashing of fleets against 


implacable enemies, Victory at 
Sea: Age of Dreadnoughts is 


GORPORATION 


your gateway to exciting 
battles that take place in 
the on the oceans of 
the Great War. 


Corporation is a roleplaying game set against a backdrop of Corporate domi- 
nation. Based in 2500 you take on the role of a biomechanically augmented 
Agent executing the will of your Corporation. 

You have been trained, honed and upgraded beyond anything previously 
imagined, but you’re going to need it as you negotiate, fight, steal and murder 
in the name of the Corp. 


Released March 2009 


ss WAMMERS | 
) SLANIMERS 


Based on the novels and short stories of David Drake, Hammers Slammers 

is a brand new setting for the Traveller roleplaying game. Players will take the 
part of tank crews and specialists within the best known and most capable 
mercenary unit in the galaxy! This full colour hardback is packed full of the 
history of the Slammers, the weapons, vehicles and tactics they use, new 
careers — all rounded off by a series of missions to get you started. With all 
vehicles created using the Traveller Vehicle Creation System, this book is guar- 
anteed to be fully compatible with every other Traveller book, allowing you to 
mix and match supplements as you desire! 


Released May 2009 


‘Traveller is back, and it is better than ever! 


Based on the Classic Traveller rules set, this book has been streamlined for 
modern roleplaying, and yet still retains that unmistakeable Traveller aura. With 
complete rules for character and world creation, spaceships, encounters and 


Core Rulebook 


trading, it is your gateway into new universes. 


The Traveller Main Rulebook is the cornerstone of all your Traveller games, to 
be expanded upon with core supplements such as Mercenary and High Guard, 
or used with different settings like Stronttum Dog, Hammers Slammers, Judge 


Dredd and, of course, the Original Traveller Universe. 
Science-Fiction Adventure in the Far Future 


AVAILABLE FROM 
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that I like a lot. 


14521 Graverot, Ghast Sergeant $6.99 
Sculpted by James VanSchaik 


Three parts make up this model with both arms com- 
ing on a sprue of their own. They fit into place up 
around mid-bicep and went into place fine. With a 
bit of green putty you could alter the angle of his 
arms and I’m leaning towards this just because the 
pose doesn't quite do it for me. It sort of looks like 
he’s about to jump or begin a dive. I think that he’d make a good savage super-villain 
in a modern game or could even be some kind of genetic experiment gone terribly 
wrong. There was very little cleanup needed and I only found a few mold lines. 
Unlike the ghoul that we looked at earlier this guy wears a loincloth that’s tied around 
his waist with a length of roper. His face reminds me a bit of the super-villain 
Venom. It’s done to make him look very nasty and fierce. He is muscles on top of 
muscles and is done in a pose to suggest that he’s running forward, or jumping like I 
alluded to earlier. I think that my use for him will mostly center around Mutants & 
Masterminds and Pulp City. 


14532 Aislinn, Koborlas Captain $5.99 
Sculpted by Julie Guthrie 


This single piece lupine model comes with a large plastic 
base and is armed with two blades. On is a normally held 
sword while the other is sort of a large punch-dagger 
that’s grasped sort of like how you’d wear a glove. Her 
armor is made up mostly of cloth and leather straps but 
there’s a lot of bare flesh and fur. She carries no adven- 
turing gear, but she has a larch bushy tail. There were a 
few mold lines around the top half of the model, but it 
cleaned up easily and she was ready to prime. Down be- 
low the handle of her left sword there’s a bit of metal that connects to her leg that 
you’ll need to clip off. It’s a good model that could be used as the were-form of a 
female werewolf. 


14534 Dwarf Musician $5.49 
Sculpted by Tim Prow 


A bagpipe and high spiky hair are really the things 
that draw my eye to this figure. He’s a single 
piece so there’s no assembly needed here and there 
was also pretty much no cleanup needed either. 
He’s a well sculpted model but one that you might 
need to find a use for. In a Warlord or Warham- 


cian. In D&D I think he’d make a very good dwarf bard 


Bneck on the skeleton is the weak point of the 


mer dwarf army that’s easy since he’d make a great musi- 
and can see someone in our group using him in that role. 


50049 Rio Wilson, Cowboy $4.99 
Sculpted by Tom Harris 


Uses for Rio Wilson might be a bit limited unless you’re 
playing a Wild West or cross-genre kind of game but it’s a 
very good sculpt of a cowboy that’s drawn his pistol for a 
shootout. His left hand is free but there’s a knife on his 
belt if he needs it. He’s wearing chaps and has extra bullets on his gun belt. The 
mold line runs across the center of the figure and is kind of hard to clean down in the 
crease of his hat. His left arm is a separate piece but it glues into place just fine. A 
big handlebar mustache is on his face and spurs on his boots add a nice bit of extra 
detail. 


50052 Professor Laura Pringle $6.99 
Sculpted by Gen VanHorne 


Professor Pringle is a single piece model of a 
school teacher that comes with a skeleton. 
The skeleton has a stand that is made up of 
two pieces which goes together easily, but the 


model and could be prone to breaking if you — 
mess with it too much. I think the good pro- 
fessor most usable in a modern or Call of 

Cthulhu game. She’s sculpted as a single piece and had very little cleaning needed. 
Her right arm is extended and carries a pointer but this could be pretty easily con- 
verted to carry a gun if you like. She’d be excellent as part of a diorama, too. 


50055 Sid, Rock Star $5.99 
Sculpted by Tim Prow 


Of course, we have an homage here to Sid Vicious from the 
Sex Pistols. I found a few mold lines on his sleeves and pants, 
but no other cleaning was needed. So, what are you going to 
do with him? Well, I’m not sure unless I run a scenario where 
a rockstar in a methadone clinic gets attacked by zombies. 
Then, I’m set! The thing with the Chronoscope line is that 
sometimes you need to find specific uses for some of the minis 
but once you do you have the perfect mini. 


Reviews by Mark Theurer 


All of the figures in this 
review section were 
sculpted by Tre Manor. 


RBG0004 Bruti Brighthammer, Lord of the Broken Peak Clan $7.99 


Bruti is a triumphant looking 
Dwarf with a large hammer 
raised up in his right hand ei- 
ther saluting a friend or chal- 
lenging a foe. You get to de- 
cide which one for yourself. 
Bruti is a distinguished looking 
Dwarf with a full and well 
braided beard. He’s wearing 
chainmail armor, a fur cloak, 
gauntlets and leather boots. He 
has a round shield braced in his 
left hand and a horned conical 
helmet on his head. He’s got 
several bags on his belt as well as a horn and map case. Bruti is a great Dwarf model 
to add to any collection with some nice details like the runes on the shoulder plates 
and gauntlets. This is a one piece miniature so no assembly will be required before 
painting. The base is tabbed to fit in a slotted base. 


RBG0009 Sigurd the Strong, Son of Jarl $7.99 


Sigurd is a tough looking 
Dwarf who looks like he’s 
ready to split any foe that 
wants to step in the path of 
his large axe. Sigurd doesn’t 
have a braided beard like 
Bruti, but it is full grown and 
falls below his neck. 
Sigurd’s armor looks like 
padded leather with a large 
fur cloak draped over his 
back. On his feet he is wear- 
ing leather boots. He has a 
horned conical helmet with a nose guard on it. His belt is fitted with several pouches 
and a horn. There are a lot of nice details in the equipment to make Sigurd a really 
great looking Dwarven hero. His axe (with both hands attached) is a separate piece 
and will require some assembly. His base is tabbed to fit a normal slotted base. 


RBG0001 Fesieg the Fierce, Son of Hrutig $7.99 


It only takes a quick glance at 
Fesieg to tell he’s of the be- 
serker variety of Dwarven 
hero. He’s a mighty fierce 
looking berserker at that! He 
wields two battleaxes, one in 
each hand. Fesieg is a well 
muscled Dwarf with a full 
beard separated into four 
braids. His head is shaved 
except for a tall Mohawk. 
He’s light on armor with just 
leather pants, boots and some 
bracers on his wrists. Lots of 

ta equipment like bags, a hom 
and a case are attached to his belt. Just barely visible under the beard is a necklace 
made out of teeth. There are a lot of nice little details that makes this a really great 
looking Dwarf and should be really fun to show off some painting skills. Fesieg is a 
one piece miniature and is tabbed for a slotted base. 


RBG0010 Wilhelm the Sure $7.99 


Wilhelm the Sure is a more 
cautious looking Dwarf 
compared to the others in 
this series. His appearance 
would work well to match 
him as a scout or ranger 
type character. He has a 
fur cloak with a hood that’s 
covering his head. The 
head has a full beard with 
one long braid stretching 
down to his belt. My fa- 
vorite feature is a large bowled pipe that’s sticking out of his mouth. Wilhem is wear- 
ing leather armor and has a shield and axe strapped to his back. In his hands he’s 
carrying a crossbow and he is holding it ready to fire. He’s got bags and a horn 
strapped to his belt and wears a quiver hanging low on his hip. Wilhelm is another 
great looking miniature in this series from Tre, and as a Dwarf fan I have to say the 
whole line is a treat. These Dwarves seem a little finer proportioned and less blocky 
compared to other Dwarves. Wilhelm is a two piece model with the crossbow having 
to be attached. The base is tabbed for fitting into a slotted base. 


RBG0005 Brynda the Beautiful, Wulfsdaughter $7.99 


Brynda is a rather stout and 
brave looking Dwarven shield- 
maiden. She’s got a round 
shield on one arm and a war- 
hammer pointed forward in her 
right hand. She, like most of 
the other Dwarves, has a horned 
conical helmet on her head. For 
any of you gamers that prefer 
your Dwarven women beard- 
less, you will be happy to hear that she has a clean chin, but more than makes up for it 
with a long braid of hair down her back. She is wearing leather armor, with a cape 
that has fur on the shoulders and also she has fur on her boots. Brynda has a serious 
and determined look on her face that should be a nice treat for good painters. Brynda 
is a one piece model so no assembly will be required. She has a tabbed base for using 
with slotted bases. 


RBG0007 Jarl the Giant Slayer $7.99 


Jarl is yet another fine 
looking Dwarf from this 
heroes collection. I really 
like his pose with his axe 
and shield raised. The 
thing about this miniature 
and the others are just 
little fine details that make 
them come to life. Jarl 
has a flat nose that ’m 
guessing has been broken a few times in battle, but the real focus is drawn to his large 
mustache and well groomed beard. Jarl has a horned conical helmet on his head. 
He’s wearing leather armor and boots, and has a large fur cloak on his back. He’s 
wearing a thick belt that has a couple of pouches on it. Jarl is a one piece model and 
is tabbed for putting into a slotted base. 


RBG0011 Lafhelga Brutisdaughter, Rune Wyrd of the Broken Peak $7.99 


Lafhelga is a little more delicate compared to the other Dwarves in this series, but yet 
she is no less dangerous looking. She carries a spear and has it thrust upward in a 
challenging stance, while in her other hand she carries a large crystal looking shard. 
She has long hair that drapes down her back and a tough chiseled looking face. She 
looks to be wearing either padded leather or a heavy padded cloth with a matching 
cloak. She has a necklace around her neck which also seems to have a crystal shard 
as its ornamentation. She has several items attached to her belt and also is wearing a 
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leather satchel over one shoul- 
der. Lafhelga would make a 
good Dwarven caster character 
for any kind of miniatures 
game. She is a one piece 
miniature with a tabbed base 
for using with slotted bases. 


RBG0012 Vilhanna the Victorious $9.99 


Vilhamna is a single piece solid 
cast model of a barbarian lady 
with an attitude. She is a clas- 
sic female fighter in the tradi- 
tion of the legendary Amazon 
warriors with an upraised battle 
axe in her right hand and a steal 
shield in her left. Her attire, 
mostly made up of furs and 
leather, leaves no doubt that she 
comes from more of a tribal 
based society rather the one that 
reveres the more armoured 
knights. Her proportions look 
to be right on for a lady born to fight, and lady body builders are definitely going to 
be jealous. Her axe is the only part of her that can be easily deformed, but not so eas- 
ily that it is a nuisance. Mold lines on her are slight, and there was no flash or other 
waste metal on her at all. She is well balanced and essentially ready for painting with 
very little prep. The detail on this model makes an excellent choice for players look- 
ing for a human female fighter in any fantasy RPG game. 


RBG0015 Emervajne the Wyrm Sworn $11.99 


At the writing of this, I believe this model in the latest to be added to the Red Box 
product line. It is a two piece model where the spear and the right hand that holds it 
is the part that needs to be attached to the main torso. The joint is near the right wrist 
and hidden nicely by the figures cloak so finding the joint on the finished model will 
be difficult at best. The depth of the socket is very nice too, making for a really solid 
joint. The guy (don’t ask me to pronounce his name) looks to have elven features and 
he is carrying the implements of a wizard or sorcerer complete with a crystal ball in 
his left hand. The detail on this guy is just great, and there is even a small drake or 
baby dragon clinging to his left shoulder that is done beautifully. One of my favorite 


parts about the model though is its 
facial features, which are very dis- 
tinctive and stand out in stark relief. 
I could find nothing on this model 
that required filing, so this guy is 
essentially ready to paint after it is 
assembled. Another great model by 
Red Box! 


RBG0001 Belegast the Bloodthirsty $9.99 


Belegast is a single-piece model of a barbarian carrying a shield and axe. He wears a 
horned helmet that completely covers his head and his armor is made up of lots of 
different bits ranging from metal plate to chainmail to animal hides and none of it is 
really uniform when compared to the rest of it. What I mean is that his boots are dif- 
ferent from each other and one shoulder has a spiked plate and the other has part of 
his fur cape coming over it. It's a stark contrast in styles that I really like and it gives 
a sense that he put together bits and pieces that were taken from vanquished enemies. 
His shield is covered in many gouges and it pretty beaten up but it adds to the sense 
that this guy has been through countless battles. There's not a lot of flesh showing but 
what you can see is very muscled and well detailed, down to veins being visible like 
you'd see them on modern body builders. On his belt we find a skull and a few bones 
and on his back are even more bone and skull trophies. The mold line was visible 
around about half of the model, but it was pretty faint and cleaned up without too 
much trouble. Even though he's covered in skulls and come's from the "bad barbar- 
ian" faction that Tre is working 
on I'd have no trouble using 
him as a good-aligned player 
character model, but he would 
also be great as a boss bad guy. 
The shaft of the axe can be 
prone to bending if you are not 
careful but he's my [Mark] fa- 
vorite miniature out of every- 
thing that we got to review 
from Tre in this issue of FR. 


22 


RBG002 Ragnar of Uthery $9.99 


Ragnar of Uthery is a barbarian 
that's holding a sword above 
his head in his right hand while 
his left carries a round shield. 
His face and hair is well de- 
tailed and smooth and he defi- 
nitely has a thick neck and 
strong jaw. He looks like he 
can definitely take a punch. His 
armor is also a combination of 
several types ranging from fur 
to scale and then a bit of plate, 
but he's not adorned with skulls 
and bones so I'd put him into 
the "good barbarian" camp. On 
his belt we find a couple of pouches, a dagger and a potion and on his back there's a 
scabbard for his sword. The face of his shield has a nice design sculpted onto it so it 
will be easier to pick out rather than trying to paint something on there freehand and it 
also is scarred from many battles. The same symbol is repeated on his belt and sev- 
eral other places on Ragnar. With his sword raised overhead he's in a bit more of an 
action-oriented pose than Belegast but I get more of a sense of movement from the 
former. A bit more cleanup was needed here when compared to Belegast as the mold 
lines were a bit more prominent and there were a couple of extra bits of flash here and 
there. There are lots of extra details on the model like a strap on the shield so he can 
sling it over a shoulder when not fighting. That's something that I'd never even think 
of and I don't recall seeing on other models. I like that Tre thinks of these things and 
adds them to some of his models. Sure, they require more attention when painting but 
things like this just add character to the figure. 


Reviews by Rodney Forehand, Clay Richmond and Mark Theurer 


Well, I’ve managed to get some Pulp City figures painted so it seems like there’s no 
time like the present to learn how to play the game. In this report we’ll see a small 
battle between two teams of Supremes where we’ll go over some of the game con- 
cepts while taking the game itself for a test drive. 


tron Train Pet 
: ss Androida ieeers 2 = 
Basics of building your team otter a! chelate ac a 


Normally, in each team of heroes of villains, both of which have a generic title of worsen somenaee 
Supreme, you must have the same number of level 1 and level 2 Supremes, but there 
are some circumstances where you can exceed this number but for today we’re going iz. 
to have a hero team made up of a level 1 and level 2 Supreme squaring off against the pe: High 
same kind of villain team. Iron Train and Androidina are going to take it to Hellsmith a3 ba ii 
and Gentleman on the streets of Pulp City. 


Octane Fuel 


eral rule you can only use a maximum of two movement actions each turn, you can 
use a strike action up to a number of times equal your level and up to two actions can 
be combined together. Some actions can be used by anyone (Universal — Move, 
Strike and Activate as an example), some that are tied to your Supreme’s most power- 
ful traits (Trump — Strength allows you to Power-up) and then there are some actions 
that are specific to certain Supremes or teams of Supremes. 


Action Pools 
In Pulp City each team get a certain number of action points that can be used to do 
things like move, throw cars, shoot beams from their eyes and beat down their oppo- 
nents. Each team gets two action points in their pool plus the total of the levels on 
your team times two. So, each team today has a total of 3 levels (one level 1 and one 
level 2) and each ends up with 8 action points that can be used 

each turn. There are a couple of other things to think about here, ceciseinaihiaiaa 
though. First, Gentleman has an ability called Resourceful (at paca econo 
level 1) which grants his team an extra action point as long as ® Pa 

he’s still in the fight. Then, you’re limited in the total number of y | q f | | i , 

action points that you can use with a given figure during a game ra 
turn. Gentleman can use no more than three per turn, Androidina 
and Iron Train can each use up to five and Hellsmith can chew up 
a mighty seven action points per turn if you wish. You can keep 
track of your Action Pool either with glass beads or the faces of a 
die. I’ll be doing both today, but either works fine. 


(rem wanes — 
a 
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Actions 

Each turn you’ll activate a model and use some action points. se) 

Some actions can be combined, but there’s a limit to which ones = a» - mith” 4. 
and how many you can stack into a given activation. As a gen- a Eis i) welts! 


DAMAGE 
= 


level 1 


Anatomy of a Supreme card 

Each Supreme is defined by a series of Traits, Skills, Powers and other stats. Below 
you’ll see the front of Solar’s stat card. He won’t be in action today but he’s a good 
example for us to look at. First, notice the icon in the upper left corner of his card. 
This designates him as a hero. The villain icon looks sort of like a pair of bat wings 
in a “V” shape. There are some characters that can be either heroes or villains and 
they have both icons on their card. 


Next is the origin of the Supreme. This is found in the upper right corner. There are 
three origins in Pulp City; Science, Nature and Mystery. Solar’s origin is nature. A 
Supreme’s origin will determine who wins ties on opposed rolls. 


Down the left side of his card we see his Traits. These go from top to bottom; 
Strength, Defense, Energy, Agility, Mind and Spirit. Their value gets added to a d6 
roll when making opposed rolls. As an example when you are striking someone with 
a melee attack the attacker rolls a d6 and adds their Strength to it and the defender 
rolls a d6 and adds their Defense to it. If the attacker’s roll is less than the defender 
then there is no damage. For every point that the attacker beats the defender’s roll 
you do one point of damage and if there is a tie you check their origin’s to see which 
one gets the edge and wins the roll. If there is still a tie, both have the same origin, 
then no damage is done. The red icons are considered Trump Traits and they allow 
you to re-roll a result using that action once per round. 


At the bottom you have the Supreme’s name and damage track. Each time you take 
damage just tick off the appropriate number of boxes. As with games like War- 
machine and Hordes you’ll want to get some card sleeves for the cards in Pulp City so 


Hero / Villain 
Designator 


Origin 


Strength 
Defense 


Energy 
Agility 


Mind 
Spirit 


Damage Track 


you can use grease pencils or markers to tick off damage boxes. At the very bottom 
are Solar’s skills. These are all explained in the rule book. 


On the bottom-right we see that Solar is a Level 2 Supreme. This means that he’s a 
mid-level hero. Not really a team leader but also not a slouch either. He can take up 
to two levels worth of Resources, but the total levels worth of resources available to a 
whole team is dictated by the level of the game being played. Below that you can see 
that he can use no more than 6 Action Points in any given game turn. He can be acti- 
vated multiple times, but he’s limited in the total number of AP that you can sink into 
him. 


Out of the ten Supremes that make up the hero and villain starter sets the AP allow- 
ance spread looks like this; one with AP 3, two with AP 4, three with AP 5, three 
with AP 6, and one with AP 7. So, Solar is on the high side and could do a lot ina 
given game round. The back of each Supreme card details their personal powers. 


Set up, Deployment, and Starting Rolls 

After each side picks their team you each roll a d6 and add the highest Mind stat from 
your team. For today Androidina has the highest (4) for the heroes and Gentleman 
(3) is the big brain for the villains. The heroes win the roll and normally the winner 
would get to decide on which side of the table they want to start on and they get to 
decide who places the first model on the table. Deployment zones are anywhere 
within 6” of your table edge and you alternate placing figures on the table until all of 
them are placed. 


For today, we just put them down close enough to get into the action without too 
much delay. Each turn you’ll make a Starting Roll in the same manner as above and 
the winner can choose to activate first or force their opponent to and then you alter- 
nate back and forth until either your action pool is exhausted for the turn, your 
Supremes have reached their Action Point max for the turn or there’s just nothing left 
for you to do. 
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Turn 1 
Starting Roll 
Heroes Villains 
4 [d6 roll] 4 [d6 roll] 
4 [Androidina’s Mind] 3 [Gentleman’s Mind] 
8 [Total] 7 [Total] 


Hero Turn 1 / Activation 1 
Androidina — She combines two abilities that are native to her called Lightning Fast 


and Faster than Bullets. Lightning Fast allows her to move 4” but also allows her to 
benefit from her Blitzer ability that adds another 1”. Faster than Bullets lasts until she 
executes her first action of the next round of the game and it allows her to roll a d6 
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Villain Turn 1 / Activation 1 

Gentleman — He runs up around the dumpster behind Stinky’s Pizza and then uses his 
Lurk action. He ran, using 2AP, instead of just moving (1AP) because one he uses 
Lurk he must use regular move actions or give up the benefits of Lurk, which are not 
insignificant. While lurking, enemies that wish to make a ranged attack against Gen- 
tleman must first beat him in an opposed roll of their Mind versus his Agility. This 
uses up 2 AP, also. 


Hero Turn 1 / Activation 2 

Iron Train — The metal behemoth need to get much closer to the villains to be of use 
in today’s battle so he combines a move and run action. By normal AP costs these 
would total 3 AP, but there’s an exception that reduces their cost, when combined, to 
just 2AP. 


——a \ Ex. 


Villain Turn 1 / Action 2 
Hellsmith — Like Iron Train, Hellsmith needs to get 
closer so he also does a combined move / run action. 


against ranged attacks made against her. On a roll 
of 5+ she avoids the attack. With Gentleman out 
there along with his pistols I’m sure that anything 
that allows her to have a better chance of being shot 
will be worthwhile. This costs her 2 Action Points 
(AP). 


Hero Turn 1 / Action 3 

=e Androidina — She does a regular move action that costs 
# a single AP and this uses up the 5th of the their 8 AP 
for the turn, but she cannot use any more movement 
action and she’s too far away to make use of her Eye 
Beam power that has a range of just 3” so she will 
pretty much be the end of her actions for this turn. The 
same will probably be true for Iron Train since he’s not 
close enough to an enemy to put a hurt on them yet. 


Villain Turn 1 / Action 3 

, Hellsmith — He uses his Cleave Earth ability against 
Androidina. This is a ranged attack that uses his 
Strength to smash the ground and causes a rift to open 
in the face of the earth. First, Androidina gets to use 
her Faster than a Bullet power since this is a ranged 
attack but she rolls a 1 and she’s struck by flying rocks 


ABG WL001 WARLANDS Battle Box 

No one can seem to remember exactly how it 
started or indeed how it ended. But it did... 

Now decades after the last war, mankind fights 
for survival on the battlefields of a post-apocalyp- 
tic earth. Warlands pits the last human survivors 
against each other and the unnatural horrors that 
breed in the wastelands and dead cities. Strap 
yourself in for high-octane action - from small-scale 
skirmishes to large battles, the Warlands sing with 
the screams of the dying and the roar of ma- 
chines... 


%.www.aberrantgames.com 


Full Throttle Vehicular Combat! 
Warlands is a turbo-charged miniatures game 

of cinematic combat set in the ruins of a post- 
apocalyptic earth. Where the last remnants of Man 
battle for supremacy and resources against mu- 
tants, the dead and each other! Where warriors of 
the wastelands want but one thing, the black gold, 
the guzzoline! ; 


This battle box contains everything you need to 
begin your fight for dominion over the Warlands: 


+x Weasel Scout Buggy with Spud Autogun and crew 
» 1x Weasel Scout Buggy with Rocket Launcher and crew 


1 x Utility Truck 
Rulebook and Dice 


and other debris as a fissure opens up in the city street. We now have an opposed roll 
to resolve. Each model rolls a d6 and adds their relevant stat. For Hellsmith we use 
his Strength (6) and he rolls a 6 for a total of 12. Andoidina has a Defense of 3 and 
rolls a 1. Oh, this could be very bad! Hellsmith beats her roll by 8 and she has just 8 
points of damage that she can take. 


Normally she would be out of the fight but Agility is her Trump Trait which means 
that she can make use of some special abilities. She can use an ability called Duck. 
This costs 1 AP and reduces the damage she takes from a ranged attack and allows 
her to move 1”. She reduces the damage to 7 points instead of 8 and moves 1” up by 
the phone booth. This keeps her in the fight, but just barely. 


Turn 2 
The action point pool remains the same for turn two and the villains win the Starting 
Roll this time. 


Villain Turn 2 / Action 1 
Gentleman — He moves (1 AP) and then uses his special ability called Twin Shot (2 
AP) to shoot at Androidina in an attempt to put her out of action quickly so the two 
baddies can concentrate on Iron Train. Twin Shot allows Gentleman to take two 
shots, as you’d expect by its name, at either one or two targets. Androidina has not 
yet acted this turn so her Faster than Bullets ability is still in effect and that’s a good 
thing since the bullets are now flying. She rolls a d6 for each attack and gets a 5 and 
a 4. One of the attacks is — 

nullified and it blasts the 
heck out of the phone booth, 
with glass, plastic and loose 
change being sprinkled eve- 


rywhere. 


The second attack requires 
an opposed roll and this one 
will be Androidina’s Agility | 
(5) versus Gentleman’s En- 
ergy (4). The rolls are 5 for 
the metal warrioress and 3 
for the hired killer. Nor- 
mally, this would result in a 
loss for Gentleman, but En- 
ergy is his Trump Trait. | 
This means that he can re-roll it once per turn but must accept the second result. He 
rolls a3 on the re-roll, also, and the losing result stands. 


=< 


Hero Turn 2 / Action 1 
Androidina — Realizing that she might not be in the fight for much longer it’s time to 
be productive with Androidina. She moves and strikes Gentleman and since she com- 


bined her attack with a 
movement action she gets 
a +1 bonus to the result of 
VY the opposed roll. She 
ends up winning by two 
Ww points and causing that 
-much damage to the as- 
sassin that reminds me of 
several bad guys that I 
remember seeing on epi- 
sodes of Miami Vice as a 
kid. 


Villain Turn 2 / Action 2 
Hellsmith — Still wanting 
to get rid of one of the 
heroes so they can double- 
up on Iron Train he moves in and strikes at Androidina. Their rolls are tied, even 
with Hellsmith’s Trump Trait re-roll. So, what happens with a tie? We have to look 
at the origin of each of the combatants. In Pulp City Supremes have an origin of Sci- 
ence, Nature or Mystery. Nature is stronger than Science, Science is stronger than 
Mystery and Mystery is stronger than Nature. If both origins are the same then you 
do have a tie, but for this fight Hellsmith has an origin of Mystery and Androidina’s 
origin is Science so she ends up winning and fending off the attack. 


Heroes Turn 2 / Action 2 

Androidina — Times are very desperate now and she uses 3 AP to use her Machine 

Kin power. This allows her take any one vehicle within her Mind rating (4) in inches 

and she can move it in any direction and if anyone is iam 

standing in the way, well, they get smacked. Suddenly, 

the black Hummer roars to life and backs up over Gen- 
, a 


tleman, causing him another 4 points of damage. 


Villains Turn 2 / Action 3 

Hellsmith — He’s now had quite enough and decides that it’s really time to take care 
of Androidina. Since Strength is his Trump Trait he’s allowed to use the Power Up 
ability along with a Strike. Power Up lets you roll an additional 2d6 and add the low- 
est to the result of your opposed roll. A whopping 9 points of damage to Androidina 
is the result and she goes down in a heap. 


Heroes Turn 2 / Action 3 

Iron Train — He has to find a way to turn things around. He can’t get to an enemy and 
attack this turn so he takes a combined move / run action and ends up standing next to 
the Mystery Machine. 


Turn 3 
Heroes win the Starting Roll, but they are down to 6 action points in their pool due to 
the loss of Androidina. 


Heroes Turn 3 / Action 1 

Iron Train — His Street Brawler ability allows him to pick up and throw a car, phone 
booth, trash can or similar object and not only do we have all of those on the field of 
battle tonight but he happens to be standing right next to such a projectile, the Mys- 
tery Machine. He hoists it into the air and tosses it at Hellsmith. The van comes 
crashing down on Hellsmith and thanks to using a Power Up along with Street 
Brawler it causes 9 points of 
damage and knocks Hellsmith 
down. The van comes to settle 
in between Iron Train and} 
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Hellsmith in a_ broken, 
crumpled mess. 


Villains Turn 3 / Action 1 
Gentleman — He moves up 
around the recently thrown 
van and uses his Twin Shot 
ability to throw some metal 
») back at Iron Train. The 

) shots ended up being a tie 
and since they both have an 
} origin of Science it remains 
») atie. 


The rest of turn 3 was spent 
with the Villains trying to 
beat down Iron Train with- 
out much success. The 
game was wrapped at that 
point because we had a 
good grasp of the system, 
which is what we wanted 


to accomplish. 


What we didn’t use today... 


Obviously, the first thing we didn’t use was more 
characters on each team. This was intentional to 
allow us to learn the basics of the game and not 
have to worry about lots and lots of special rules 
and abilities right off the bat, and there are a 
bunch of them. Each Supreme has stuff that’s 
exclusive, for now, to them and then each has 
skills that help them throughout the fight. I’d 
advise starting off small, too, and then as you get 
more comfortable with the game scaling up from 
there. 

Agendas. These can be thought of as your mis- 
sions for the game. Some are hero-specific, oth- 
ers are just for villains and there are also some 
that anyone can take or get. These could be 
things like defending (or attacking) civilians that 
did not have time to clear out of the area before 
everything went nuts. 

Resources. Well, we did use a few since Gentle- 
man had his Brace of Pistols (which gave him his 
Twin Shots ability), Hellsmith had his Hell Ham- 
mer and Iron Train had his High Octane Fuel, but 
there are many more resources that you can use to 
pump up your Supremes. These come either as 
Minions, Devices, Artifacts or Miscellaneous 
equipment. Minions can be things like cops 
(regular or corrupt), sentry robots or hired guns. 
For the rest you can have stuff like force fields 
and spare parts or the special equipment that 
some characters come with. Each Supreme is 
allowed to take a number of Resource levels up to 
their level so Gentleman, being a level 1 Su- 
preme, could pick between his Brace of Pistols or 
a Flash Grenade or his Sniper Rifle since they are 
all level 1 Resources, but he could not take more 
than one of the three. Your whole team has a 
Resource Pool equal to the Encounter Level (EL). 
For this fight we had an EL of 3 so each team 
could take up to 3 levels of Resources. The vil- 
lains had 2 and the heroes had just 1 so there was 
a little room left to play with on each side and 
things like a First Aid Kit or Spare Parts (level 1 
and it heals three points of damage) or some Cops 


as Minions (level 1 an you get two Cops) could 
have helped the heroes out. 


Endgame 

A game of Pulp City usually ends one of two ways. 
Play for 6 rounds and determine the winner or play for 
4 rounds and then, starting with the 5th round, roll at 
the end of the round to see if the game ends. The roll 
needed to end the game progresses so that it automati- 
cally ends on the 9th round if it doesn’t end before 
then. Agendas, see below, and completing them can 
increase your chances of winning a game, but if not 
using them you would just add up the level value of 
your opponent’s Supremes that you took out and the 
higher score is the winner. OK, there’s a third way 
and that’s if you take out all of the opposition before 
any of the turn-based triggers above take place. You 
can download the rules and Supreme cards for Pulp 
City from their website (www.pulp-city.com) to try 
out the game using whatever minis you have lying 
around before plunking down some cash on their fig- 
ures. Anyone with a handful of HeroClix can easily 
play many games of Pulp City to see if it’s to their 
liking. 


Played and written by Mark Theurer 
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I’ve [Mark] become quite enamored lately with all things 
Weird War II and Rodney and I recently sat down to learn 
and play Secrets of the Third Reich (SOTR). The initial 
SOTR rulebook contains army lists for Germans, US< So- 
viet and British forces along with the game rules and back- 
ground fluff. One of the highlights of the rules, for me, are 
the vehicle / mech upgrade and custom creation rules. You 
can build whatever vehicle or suitable stompy robot kind of 
thing that you want for your forces. In SOTR you can use as 
few miniatures as a single squad, or even just a pair of snip- 
ers, a platoon or even more than that. It uses 28mm figures 
and WestWind Productions has a nice selection specifically 
for SOTR, but military models of a similar scale would look 
fine in my opinion. Since Rodney and J are already building, respectively, German 
and US forces for other games that’s what we would square off with in this game of 
SOTR. In SOTR you build your army around Resource Points (RP) and each type of 
platoon, US Armored Infantry Platoon for example, has certain requirements and op- 
tions. We’ll be using 50 RP each which should get us both a nice fighting force. 


My US Armored Infantry force would consist of: 
e 1 Sentinel of Freedom 8 RP 
1 Armored Infantry Command Section 6 RP 
1 Armored Infantry Squad 6 RP 
1 Armored Infantry Bazooka Team 2 RP 
2 US Fire Toad Mechs 14 RP each 


Each platoon can take up to one character and the main one for the US forces is called 
a Sentinel of Liberty. A Sentinel is a super-soldier that is fast, tough and an abololute 
monster in hand-to-hand combat. Well, not actually a monster like the Vampires, 
Zombies, Werewolves and Urzines that populate the world of SOTR, but they are 
tough customers. I’ll be using a slightly repainted HeroClix Captain America for my 
Sentinel. When building an AI Platoon you have to take a single command section 
and then can take between 1 and 4 AI Squads, zero to 2 Engineer Squads, zero to 2 
HMG Teams, zero to 4 Bazooka Teams and up to a single Mortar Team. Then you 
have up to three Support slots that you can use to take things like tanks or mechs. My 
AI Command Section consists of 7 guys that are lead by a Lieutenant and most of the 
section carry Garand Rifles, but there’s also a Thompson SMG and a variety of gre- 
nades in there. The Command Section also contains a Corporal with a sniper rifle 
(and the Sniper special ability) and he’ll be off on his own causing trouble, hopefully. 
The AI Squad is made up of 12 guys, but it can be broken up into a pair of fire teams 
if you like. The Bazooka Team consists of just two guys and they carry a “move or 
fire” weapon so they might be a bit tough to get into position, but they’ll pack quite a 
wallop if they hit something. My Fire Toad Mechs are built around the AT-43 Fire 
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Toad models and have been slightly re-painted, replacing the light blue with an olive 
green that matches up nicely with the remaining grey and black on the model. 


Rodney’s Germans would hit the field with: 

e 1 Vampire 8 RP 
1 Mech Grenadier Command (Body armor and training upgrade) 4 RP 
1 Mech Grenadier Squad (Body armor and training upgrade) 6 RP 
2 Panzerschreck Teams (Body armor and training upgrade) 2 RP each 
30 Zombies 16 RP 
1 Panzer III Tank 7 RP 


The German Mech Grenadiers don’t have a character model simply because we didn’t 
have one painted and ready to hit the table. The Vampire comes as a resource choice 
and we’ll deal with him in a minute. The Platoon organization for the German Mech 
Grenadiers is similar, but not exactly the same, to the US Armored Infantry Platoon. 
You have to have a single Command section and Rodney’s is a 5-man group instead 
of the 7 that Ihave. He is also required to take between 1 and 4 “regular” squads and 
his Mech Grenadier Squad is made up of 10 guys. He’s allowed to take up to two 
Panzerschreck teams and he has both of them. For support choices we started off 
with a stock Panzer III tank. I found a bunch on sale at WalMart for $5.00 each and 
snatched them up. His Vampire would be a nice counter to my Sentinel and it’s a 
real monster, in and out of hand-to-hand combat. On top of just being all sorts of a 
butt-kicker he can also turn into mist and do things like seep through the cracks in 
tanks and mechs (unless you bought it with a sealed hull) and attack the crew while 
they think they are safe behind big armor plates. Then we have the zombies, 30 of 
them! They are slow as heck, but are tougher than a coffin nail (to steal a quote from 
the movie Snatch) and just keep coming at you. Four of them carry bombs, as if 
brain-eating zombies weren’t bad enough now we have exploding brain-eating zom- 
bies to deal with, that I’m sure Rodney wants to see go Boom! at the right moment. 
Zombies also benefit from not having to follow the unit coherency rules (all members 
must stay within 4” of another squad member) but they suffer in that they must move 
towards the nearest living enemy model unless you have a Pinger in the squad of liv- 
ing deal. A Pinger allows all of the zombies that are within 6” of it to move wherever 
the owning player wants rather than just towards the nearest bit of twitching enemy 
flesh. Yup, Rodney has a Pinger buried in the horde o’ flesh. 


Both of our lists were built around what we had painted, or could quickly paint, when 
we were going to sit down and play. This limited our choices a bit, but I was able to 
put together pretty respectable, or at least legal, armies for both of us. You’ll notice 
that Rodney’s zombies are made up of a variety of walking dead (no fantasy zombies, 
though) and that’s simply because I have not had a chance to pick up and paint 
enough WWII zombies yet. That’s on my list of things to do, though. 


Rodney’s Pre-Game Thoughts 

Mark and I both have been on the Weird War II kick for a 
while so when he asked me if I wanted to try Secrets of the 
Third Reich I was definitely interested in giving it a go. Unlike 
the other "leam to play" reports I've been in, I was actually 
going to be learning to play the game for real” instead of just 
teaching about how to play the game. I would be playing the 
Germans since I already have some Grenadiers in my miniature 
collection for my regular WWII gaming. I didn't even have the 
rule book yet, so Mark had to make my list for me. The list f 
was definitely an interesting sounding one with a mix of nor- 
mal units and weird units. The only historically “normal” item 
on my list was the Panzer III, which was nice as armor is al- 
ways handy in a platoon sized fight. The Mech Grenadiers 
were next on the list, which sound pretty much like regular 
Grenadiers except they have newer weapons (assault rifles in- 
stead of bolt action rifles) and body armor. Still, they're infan- 
try and should work just the same for infantry styled tactics. | 
For numbers I had a full squad, a command squad and 2 Pan- 
zerschreck teams totally 19 Mech Grenadiers. Next was a} 
vampire, I wasn't sure what he'd be able to do, but I was pretty © 
positive he would kick some butt. I mean why not? He's 
vampire! Oh, and the last unit on my list was 30 zombies. | 
Yeah, 30 zombies! I was reading the list and just had to say, | 
"Holy crap that's a lot of zombies." So that was my army list. I) — 
wasn't sure how to use any of these units or what their capabili- eee 
ties were in-game, but I figured for the simple matter of cohe- | 
siveness I would put the undead on one side of the table and all | 
the "breathers" on the other side. That was how I ended up | 
deploying my army too. 


Mark’s Pre-Game Thoughts ea 
When I first read the SOTR rules I was puzzled by what I ini- — 
tially perceived as an over-simplification. Everyone on foot 
(with some exceptions) moves 4” with a regular move. Every- | 
one with a gun (again, some exceptions) hits with a roll of 4+ | 
on ad6. Everyone has one wound. Over the past several years 
I had gotten used to games with long stat lines and volumes of 
special abilities so this boiling things down to essential ele- | 
ments and differences was a bit of a change for me. But, when | — 

I thought about it and really realized that the game is basically | 
built around the common soldier with weird and fantastic | 
things thrown into the world around him it made more sense. __ i 
If most guys move 4” then there’s really no need for a Move 

stat. You can just flesh out the exceptions with a special ability like Fast, which is 
what they’ve done. As much as Rodney was amazed at the number of zombies that 


he had on the table I was worried about having to deal with them. In the deployment 
picture, above and the next page, you can see how our forces were squared off against 
one another. 
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During the course of this 
game our objective was to 
explore and learn the rules of 
the game. It’s entirely likely 
that we’ll make some less than 
stellar tactical decisions and 
this is being done so we can 
see the in-game consequences 
of such actions. There are 
plenty of times when I pull 
bone-headed moves, but at 
least today I can blame it on 
trying to learn as many of the 
in’s and out’s of the game as I 
can. Each turn of SOTR is 
_ broken up into five phases: 
Initiative 
Maintenance 
Command 

Action 

Close Combat 


TURN 1 


In the Initiative 
phase each side rolls 
a d6 and adds the 
Cool of the highest 
ranking officer in 
the army. For me, 
it’s good old Captain 
America with a Cool 
of 10. Rodney’s 
Vampire is en Elite 
model (models are 
either Green, Vet- 
eran or Elite) so it 
has a Cool of 8. For 
the first Initiative 


roll of the day the US Armored Infantry Platoon get a total of 13 and the German 
Mech Grenadiers get a 10. This means that I’ll get to dictate who goes first in each of 
the following phases for this turn. 


In the Maintenance phase you resolve any scenario-based effects and also check to 


see if any of your models that were not outright killed by en- 
emy fire succumb to their injuries, get up and are back in the 
fight or are clinging to life and waiting to check again next 
turn. Since we’re playing a straight-up fight there are no sce- 
nario-based effects for us to worry about and since nobody has 
been shot, yet, we don’t have any DOWN models to roll for so 
we move on to the Command phase. 


In the Command phase your officers can give a variety of or- 
ders before the lead starts flying each turn. From my under- 
standing, most of the orders are used in reaction to bad things 
happening to you on the previous turn, but doing things like 
calling in off-board strikes, bringing down drop troops and 
assuming overwatch are also done during this phase. Neither 
of us have anything to do at this point. 


The Action phase is where you really see the rubber hit the 
road. The winner of the Initiative roll gets to dictate which 
player goes first in the Action phase but play passes back and 
forth between players with each one activating one squad and 
then play passing back to the other player and then it’s back 
and forth until each player has activated each of his squads. 
The Action phase is further broken down into a Movement 
action and then a shooting action. Movement is pretty 


straightforward 
since, generally, 
everyone moves 4” 
but you can move 
On The Double to 
move 8” or you can 
Assault to get into 
close combat or 
you can Hide or 
Sneak or stuff like 
that but most move 
actions will be get- 
ting into position to 
pour fire downfield 
and that’s what my 
AI Command Sec- 
tion did. In the 
game photos you’ll 
see a bunch of d4’s 
floating around. 
They were used to 
keep track of which 
squads had been activated but you could just as easily use glass beads, poker chips or 
cardstock counters. 


So, the AI Command Squad moved up a bit (nothing like voluntarily moving towards 
the shambling wall o’ death) and then cut loose with their ranged weapons. For 
shooting combat you first need to determine if you have line-of-sight to your enemies 
and we could clearly see them shambling towards us. Next we determine range and 
all shots were within 24”, but over 12” away. The AI Command Section would nei- 
ther suffer nor benefit from their range to the targets. For the BAR I would get three 


dice, three more 

for the Thomp- 

son, and 2 dice 

for each Garand 

for a total of 14 

d6 and needing 

4+ to hit. I 

= scored multiple 

hits and now 

needed to roll to 

wound. My 

= weapons’ were 

classified as 

Light Infantry 

penetration but 

the Zombies count as having Heavy Personal armor. I would need to wound rolls of 6 

to kill (destroy) them outright and a 4+ would knock them down. Anything else 

would just bounce off. The result was three knocked down Zombies, but they would 

get right back on their feet in the next Maintenance phase because Zombies don’t roll 

like other models that are DOWN, they just get right back up. Basically, you have to 

drop them where they stand or they’! keep on coming. You might slow them down a 

bit but they will just keep staggering towards you...just like real (well not real, you 
know what I mean) Zombies. 


The Zombies then activated and shambled forward. Zombies move 5” per Move ac- 
tion but they cannot move On The Double. Their slow, ponderous trip across the bat- 
tlefield begins. US Fire Toad #2 activated and took a shot at the Panzer II. It moved 
before taking its shot. Vehicles get their movement value based on the Speed Class 
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with which they are built and the speed they choose to move for the turn. How fast 
they move can impact what guns they can use. Fire Toad #1 moves at Slow Speed, 
6”, and then pops off a shot with its Heavy AT Gun but misses. 


One of Rodney’s Panzerschreck teams has LOS to Fire Toad #2 and decides not to 
move so the can send a shot towards it. Thankfully, for the Fire Toad, they missed. 
This lead to Fire Toad #1 taking its action. It moved up and took a shot at the Panzer 
III and connected! After hitting the to wound procedure is the same as when shooting 
at infantry except that it’s really more of penetration than wounding and you can’t put 
them DOWN like you might with infantry. After penetrating, which the Fire Toad 
did, you roll for effect based on the side that you struck. For us it was the front of the 
Panzer III and our 2d6 penetration roll yielded a result of the locomotion of the tank 
being destroyed. The small puff of smoke in the picture below was placed to help us 
remember that it was damaged but still in the fight, effectively becoming a pillbox for 
the rest of the fight. The crew of any vehicles that are penetrated must make a Bail 
Out check to see if they take off. This is a Cool test and is done by rolling 2d6 and 
needing to get equal to or less than your Cool to succeed. This was no problem for 
Rodney and his crew held steady. The Panzer HI cannot move so just fires back at 
one of the Fire Toads. It hits and we go through the penetration roll again but instead 
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of worrying about what side of the 
mech that we hit we roll to see if we 
hit an arm, a leg or the body. It’s a 
hit to the right arm and it damages 
the main gun, the Heavy AT Gun, 
and it can only fire on a 4+ that 
needs to be rolled each turn. 


The Armored Infantry Squad acti- 
vates and moves On The Double 
towards the German Mech Grena- 


diers and they also move On The | ~ 


Double to get into position. The US | 


Sniper goes next and (he was al- oe 


lowed to start the game hidden, by 
the way) he doesn't move but takes a 
shot at the German Mech Grenadie 


squad from within the forest where | ~ 
he’s sneaking around. He rolls aj 
natural 6 to hit, which is a very good | 
thing. A shot from a sniper rifle that |~ 


scores a natural 6 on the to hit roll is 


an automatic kill that completely bypasses the to wound roll. Basically, it’s a head- 
shot that drops the target on the spot. Additionally, when a sniper scores his first hit 
against a particular enemy squad they must make an immediate Cool test to see if 
they freak out at seeing their mate go down from an unseen assailant. Rodney rolls 
well and they are just fine. 


)Rodney’s other 
Panzerschreck 
team and the 
US Bazooka 
team both move 
On The Double 
to get into better 

= firing positions 
and the Vam- 
pire and Captain 
America do so, 
too. The Ger- 
man Mech 
Grenadier Com- 
mand moves up 
and blazes away 
at the Bazooka 
Team. The 
Bazooka Team 
benefits from 


hard cover and this modifies the to hit roll 
by —2 meaning that they need a 6 to hit. 
Rodney scores three hits and three GONER 
results when rolling to wound and kills off 
both members of the Bazooka team and 
taking them out of the fight before they had 
a chance to really do anything except catch 
a bullet. 


The turn ends with the Close Combat 
phase but since there are none of us caught 
up in melee yet we skip it and get started 


The US wins the initiative roll again and 

we head into the Maintenance phase. You 

roll for models that are DOWN and that 

currently consists of three Zombies which 

just simply rise to their feet and get ready 

to shamble forward some more. We either 
don’t need or don’t want to use any of the available orders so we get through the 
Command phase in short order. 


The damaged Fire Toad starts off the Action phase by rolling to see if it can fire and 
the gun is operational this turn, but it misses. The Panzer III fires on the undamaged 
Fire Toad and hits but fails to penetrate. The US Sniper goes next and takes a shot at 
the Lieutenant in the German Mech Grenadier Command section, but misses. In re- 
turn, they move up towards the woods and even with the cover that’s granted by the 
trees they score nine hits and make him all sorts of dead. 


US Fire Toad #1 
takes a shot at 
the Panzer III 
and hits, pene- 
trates and de- 
stroys it. Rodney 
has one of his 
Panzerschreck | © 
teams move and | 
then Captain 
America uses an 
Assault move to 
charge into the 
German Mech 


Grenadier squad. The 
actual close combat will 
be resolved in the last 
phase of the turn. Rod- 
ney’s. other  Panzer- 
schreck team fires at the 
damaged Fire Toad and 
ends up destroying the 
already damaged Heavy 
AT Gun. Each Fire 
Toad is armed with a 
Heavy AT Gun and a 
Heavy Flamer so this 
one is down to just the 
latter. 


The US Armored Infan- 
try Command Section 
holds their ground and 
pour more fire into the 
Zombies. This time 
they score 6 hits and 
luckily manage 1 
GONER result and 
knock four DOWN. 


Man, that’s only 1/30 of them taken care 
of and I’m starting to get a really bad feel- 
ing about what will happen if (I mean, 
when) they get into close combat. The 
German Mech Grenadier Command sec- 
tion moves On the Double and then the 
US Armored Infantry Squad moves and 
splits their fire between the zombies and 
the German Mech Grenadier Command 
section that just came running up a hill. 
One additional Zombie is knocked 
DOWN, but the Command section doesn't 
fare as well with one DOWN and two 
GONERS, which forces them to take a 
Cool test. Rodney continues his hot 
streak with Cool tests and they pass. 


The Action phase ends with Rodney’s 
Zombies and Vampire moving closer to 
the American firing lines. 
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In the Close Combat phase we have Cap- 
tain America squaring off against two Ger- 
man Mech Grenadiers. In close combat 
you roll a d6, plus modifiers, and the high 
roll inflicts that many hits on the enemy. 
Combat Monsters, like my Sentinel Cap- 
tain America, roll 2d6 instead of a single 
one. He’s also +1 due to charging and 
another +1 because he’s carrying a close 
combat weapon. The Mech Grenadiers are 
also carrying weapons that can be used in 
close combat so they get a +1 to their rolls. 
The first one-on-one fight results in the 
Sentinel hitting six times and since he has 
Super Strength his punches hit as hard as a 
Medium Anti-Tank weapon so he pretty 
much auto-kills normal enemies. The sec- 
ond German fighting the Sentinel gets an 
additional d6 to roll. If there was a third 
he’d get a 3rd d6, a fourth would get a 4th 
and so on, but no matter how many d6 you 
roll in close combat you only take the two 
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but a single one is enough to kill the German. As has become par for the course for one DOWN. x L 
Rodney he passes the required Cool test and the Germans hold their ground as the The Zombies 
Sentinel takes a follow-up move to get into contact with two more Mech Grenadiers. go next and 
respond to 
TURN 3 getting shot 
up by, you 
We start with another Initiative phase and the US wins again. In the Maintenance guessed it, 
phase there are no American DOWN models to take care of but there’s a whole gaggle shambling 
of Zombies that stand up again but one Mech Grenadier from the Command section forward. The 
dies. US Armored 
Infantry 
Nothing in the Command phase so we move on to actions where we still have the US Squad shifts 
Sentinel in close combat with some Mech Grenadiers. A Fire Toad moves up and position a bit 
roasts part of the German Mech Grenadier squad with its Heavy Flamer. Six are and also 
touched by the template and are hit. Two are immediately killed while two more go unloads on 
DOWN and two are unaffected. Being hit by a flamethrower requires a Cool check the undead 
by the unit taking the hit, but Rodney is maintain his consistency in making Cool tests horde and get | 
and this is no exception as the Mech Grenadiers keep their wits about them. Man, very lucky by F 
these Germans just don’t want to run away! getting four 
more GONER 
The Panzerschreck team that just saw the Mech Grenadiers get roasted stand firm and results and v 
shoot at the Fire Toad. They hit it but fail to penetrate. Against vehicles, once you knocking six 


penetrate a location all subsequent hits against that location are two points easier to more DOWN. |. 
punch through. Unfortunately, they didn’t roll high enough and the damaged Fire Of course, the iy 
Toad fights on. The US Armored Infantry Command Section holds their ground and DOWN ones i 
fires into the Zombies again. They get quite lucky and make to get two GONER re- will get right i 
back up in the fa 
next Mainte- 
nance phase 
but they are 
just getting 
too close for 
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comfort and slowing them down, even a little bit, is a good thing. 


The German Command Section takes and On-The-Double move to try and put some 
distance between themselves and my other Fire Toad that’s closing in on them Right 
after that my other Fire Toad decides to move fast and try to cross the central hill so 
they can make life difficult for Rodney’s other Panzerschreck team. They, the Pan- 
zerschreck team respond by watching the lumbering mech come over the hill and 
place a careful shot right into its legs. The resulting explosion rocks the ground 
around them and when the smoke clears they see a destroyed US mech rolling down 
the hill with a leg blown off and fiery smoke billowing from the wreckage. 


Captain America and the remaining German Mech Grenadier Squad are in close com- 
bat, which we’ll get to in a minute so Rodney rounds out the Activation phase with 
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his Vampire. It turns into mist and takes an On-The-Double move up ahead of the 
Zombies right up close to the US troops. This worries me more than just a little bit 
because the Vampire is a tough customer in close combat and I can see him tossing 
dead GI’s around like ragdolls next turn. 


In the Close Combat phase we find Captain America in base-to-base contact with two 
Mech Grenadiers and the process is pretty much the same as last time, but he didn’t 
charge into them this time so he gets just +1 to his die rolls instead of +2. The first 
combat, with Captain America rolling 2d6+1 and the Mech Grenadier rolling 1d6+1 
results in one more dead Mech Grenadier. The second fight is a straight-up affair 
with both combatants rolling 2d6+1 and Rodney pulls a whopping 7 hits out of thin 
air. On top of that he rolls multiple 6’s to wound and Captain America slumps to the 
ground. 


TURN 4 


With Captain America dead the American’s Cool is reduced to 6 and the German’s 
easily win the Initiative roll by a final score of 13 to 8. In the Maintenance phase 
there are two Mech Grenadiers that we have to make rolls for. One stands up and 
fights on while another succumbs to his wounds and dies. Of course, all of the 
DOWN Zombies get up. There are no rolls for the US forces. 


The Zombies surge forward and assault the US Armored Infantry squad. The Ameri- 
cans blow their Cool test, as required by the Zombies Horror ability and three of 
them are killed as they run away from hungry Zombies. Fire Toad #2 moves up to- 
wards the remnants of the Mech Grenadier Squad that killed the US Sentinel and one 
of the Panzerschreck teams and belches forth gouts of flame that result in one of the 
Mech Grenadiers being a GONER, one being DOWN and both members of the Pan- 
zerschreck team being roasted with GONER results. What little is left of the Mech 
Grenadier Squad passes their Cool test, again, after being flamed. Man, if being set 
on fire (twice!) doesn’t make these guys break and run away I don’t think anything 
will. 


Rodney’s remaining Panzerschreck team, the one that destroyed one of the Fire Toads 
last turn, can see the one that just roasted some of their fellow goose-steppers so they 
take careful aim and let fly. They hit, penetrate the body of the mech and...Ka- 
Frikkin-Boom! The fuel and ammo carried by the Fire Toad blow up and the result- 
ing explosion kills the few Mech Grenadiers that were left over on that side of the 
table. I’m sure that Rodney wasn’t intending for his own guys to get blown to bits 
but the trade-off for seeing the other Fire Toad go up in smoke is an easy one to 
make. 


Knowing that 
they cannot 
hurt the Vam- 
pire while it is 
in mist form 
the US AI 
Command 
Section blazes 
away at the 
Zombies _ that 
are munching 
away on some 
of the other 
Armored _In- 
fantry that 
tried to run 
away. They 
put two 


DOWN and there’s a single GONER result but the end 

appears near for my forces. The Vampire then re- 

materializes and assaults into the US Armored Infan- 

try Command Section. They pass the initial Cool test 

due to his Horror ability and we’ll get to the carnage 

of the close combat phase in just a second., but before 

that happens, Rodney’s Mech Grenadier Command 

Section comes up over the top of the central hill and 

shoots at the fleeing US Armored Infantry Squad that ran away from the Zombies. 
He scores four hits that result in just a single DOWN result as the GI’s flee. I’m sure 
the guy that went down is none too happy to hear the moaning of Zombies close be- 
hind him. 


In the Close Combat phase the Vampire finds himself in base-to-base contact with 
three US troopers. In some great die rolling Rodney manages to kill two of them and 
knock one DOWN. The bloodshed and violence from the encounter cause the re- 
maining guys in the AI Command Section to head for the hills as they fail their Cool 
test. Seeing that the only forces that the US side has left are currently running away 
we decided to end the game there and see what we thought of Secrets of the Third 
Reich. 


Rodney’s Post-Game Thoughts 
Well, I have to admit that was pretty fun win or lose. I wasn't sure about those zom- 


bies at first because they were so slow but they turned out to be really hard to kill. 
That protected their slow shamble across the battlefield with loses nowhere near as 
bad as I thought it would be. 


Even with the surprising effectiveness of the zombies I have to say my side's MVP 
would be the first Panzerschreck team, which knocked out both Fire Toads during the 
course of the battle. I was really scared of those Fire Toads after Mark placed them in 
the initial deployment and was worried that they would create serious havoc on the 
battlefield, and that was before I knew they had flamethrowers too! [Full stats for the 
Fire Toads can be seen in the Game Supplement article a bit later in this issue of FR, 
Mark] I certainly think they would have made short work of my zombie horde, but 
the Panzer III and Panzerschrecks kept them busy for the whole battle. 


It was a fun fight, and I really was helped out by some lucky roles. Now, having said 
all that I'll turn to discussing my opinion of the game rule system. Secrets of the 


Third Reich turned out to be a really fun game and the game 
seems pretty well balanced after that first skirmish. The 
rules ran smoothly and kept the game flowing. Another bo- 
nus was that the combat system was not complicated. My 
only complaint is having to look at the charts for determining 
damage and damage effects, but then like most games I'm 
sure after a while you have it all memorized and it becomes a 
non-issue. Even with having to dive in the book a few times, 
the game went really fast. 


On a side note, you do need a lot of dice for this game and it 
was not uncommon to find yourself cradling 20 plus six- 
sided dice in both hands ready to roll. The customization 
features that I quickly glanced through for making your own 
vehicles is also a nice touch. I know quite a few gamers who 
love to let their imaginations run amok creating new units, or 
just designing a unit to match a favorite miniature. I know 
that feature will appeal to them. I can definitely say I would 
like to play the game again sometime and I certainly have 
plans of ordering the rulebook and giving it a more thorough 
read through. 


Mark’s Post-Game Thoughts 

Even though I got my butt handed to me, which is pretty 
normal for FR battle reports, I had a great time playing this 
game! SOTR ended up being a lot of fun and I’m definitely 
looking forward to playing some more, but next time I’m 
going to have some Incursion APE’s ready to hit the field 
and we’ll probably increase the RP value of each army. 


We really didn’t have anything take place during the Com- § 
mand phase but I think that was mainly due to nobody blow- 
ing a Cool test until the end of the game and by then it didn’t 
matter. We could have put some guys on overwatch but in 
trying to learn the game we pretty much just went at each 
other. 


Rodney is not kidding when he says you’ll need a lot of dice, 
but it was part of the fun to toss big handfuls of d6 across the 
table and then count up hits. The game does play quickly 
and either learning the “to wound” chart or having a cheat sheet at the table will make 
it play even more quickly. I think that more terrain / cover is in order for our next 
game so we can get a better chance to use things like suppressing fire and overwatch 
and maybe we’ll even see some drop-troops in the game. My favorite part of the 
game has to be vehicle customization rules and being encouraged to let your imagina- 
tion run wild should appeal to lots of gamers. As far as the game being too simple or 
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watered down I have to say that really wasn’t my experience. I still like games with 
lots of stats and dozens of special abilities but this was a fun, quick and very enter- 
taining game that flowed very well as you were playing and had a cinematic element 
to it. I like it a lot and would recommend it to anyone that is a Weird War II fan. 


Written and Played by Mark Theurer and Rodney Forehand 


Iron vs. Blood 


For this battle report we though it 
might be fun to try a Warmachine 
battle were one side had nothing but 
steam driven warjacks, while the 
other had nothing but troops and 
solos would be allowed on the other side. To tap into fresh meat, we asked Kyle 
(who plays the Protectorate of Menoth) and Gavin (who plays Khador) to play a 500 
point game. There would be no scenario or weather, and the Khador were chosen to 
be the side with all the iron, and the Protectorate to be the team with all the blood. 
We decided not to use timed turns, since that would obviously favor the player with 
the warjacks. Another reason Gavin was excited to field his force was because his 
wife, Kathi, a lady that is decidedly NOT a war game enthusiast, has actually painted 
all his pieces for him, and she has turned out to be quite good at it. Now how many 
of you guys out there wish they had a wife like that huh? 


Gavin’s Pre-game Thoughts 

Since I am playing the “Iron” side of the battle, I felt I needed a good balance of both 
melee and ranged attacks from my warjacks to handle all of the infantry of Menoth. 
My jacks had to be led by a warcaster that was not only a good ‘jack caster in his own 
right, but could handle himself in a fight when needed. For this reason, my army had 
to start with Vlad, Dark Prince of Umbrey. His feat of getting the jacks in combat 
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quickly helps overcome the biggest Khador flaw, the lack of speed. His spell of 
Blood of Kings insures that if he does get into battle, he will be a monster to over- 
come. However, the best spell is his Signs and Portents, helping all of the jacks be 
able to hit their targets on an almost consistent basis. Because my opponent is play- 
ing all infantry, I felt I had to bring my best warjack against infantry — Beast-09. The 
additional damage on trample rolls, running without focus, and being able to boost all 
melee attack rolls for one focus point is awesome. Add the thresher ability to attack 
every enemy model in the front arc, and he has reach, make this an auto-include in 
just about any army I build, not just this one. 


The second warjack I chose was Drago. His affinity with Vlad overcomes the explo- 
sion possibility that exists with the Berserker chassis. He can charge without focus, 
has serious melee damage, gets an automatic Signs and Portents being in Vlad’s con- 
trol area, and gains bonuses to the attack and damage rolls after hitting an enemy. 
Because I feel one of the best ways to deal with Menoth, especially infantry, is with 
ranged AOE attacks, I chose Behemoth. Typically, I don’t usually use Behemoth 
against infantry, but due to 500 point limit of the game, I could not bring two De- 
stroyers, so the Behemoth was the best answer. The dual bombards, the armor- 
piercing fists, and the squishing he can do of infantry when trampling is definitely 
going to be fun, especially against his choir and zealots. I hope he brings his Paladin, 
so I can try and use the Behemoth to double-hand throw him into a mountain and not 
recover. 


Kyle’s Pre-Game Thoughts 

There are two major concerns I have with the match against Gavin’s Khador infidels. 
Do I have 500 pts of painted figs and can any of them damage a Khadorian Heavy 
Warjack? Yes (Deliverers, Deliverer Sunburst crew, Zealots, Knights Exemplars, 
Temple Flameguards, Seneschal, Vilmon, and a Paladin) and not really are the re- 
spective answers. With that unfortunate reality staring me in the face the only option 
left is to assassinate his warcaster. My expectations are that Gavin will bring 4 heavy 
warjacks and his most armored Warcaster. A four—to-one jack-to-warcaster ratio 
means he will bring jacks that do not require focus points for some of their actions 
and I am sure some of them will have “Arcing fire” capabilities. With all that in 
mind, most of my painted Menoth figs, especially the troops, are very squishy and 
will not last long against Gavin’s heavy warjacks. So they will be the meat shield 
distractions that allow my assassins time to kill his warcaster. 


Khadorian warjack have such strong armor that it’s extremely difficult for normal 
Menoth troops to damage them. The only thing that has worked in the past is some 
type of auto-hit or auto-damage feat that eliminates one set of dice rolls. For this bat- 
tle I will bring Kreoss with the “Menoth’s Wrath” feat to knockdown those warjacks 
and hopefully his warcaster. That gives me an auto-hit for melee and a very low DEF 
(5) that even deliverers should be able to hit. The idea being that on the feat round, 
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the Deliverers, Deliverers Sunburst Crew, and Zealots will lobe all those wonder 
AOEs onto the knocked down jacks and hopefully disable a few sub systems. More 
importantly though, knocked down models do not get free strikes so I should be able 
to charge my assassins past the downed jacks and reach his warcaster. For my assas- 
sin I will use Eiryss the Mage Hunter, Exemplar Seneschal |, and a squad of Knight 
Exemplars. If Eiryss can disrupt Gavin’s caster, then the Seneschal can charge the 
knockdown caster. If that doesn’t do the job the Knights can charge in. I plan to use 
Vilmon’s Cornerstone ability to stop potential Warjack charges or tramples against 
my troops until the troops can get into the desired position. I will also bring Rhupert 
the Piper of Ord to help the Sunburst crew move up the field in the early rounds and 
give the Knights and extra attack on the feat round. Well, that’s how it plays out in 
my mind and I’m sticking’ to that slim hope. 


Deployment 

Kyle won the deployment roll and decided to have Gavin deploy and move first. So 
Gavin dutifully sets up his four models in the center of the battlefield, it takes only a 
few seconds. Then Kyle goes, and it takes him a tad longer to deploy all 41 of his 
models. Needless to say, Kyle’s pieces fan almost all the way across his entire de- 
ployment zone. 


Kyle’s Deployment Thoughts 
Gavin only brought three warjacks (Beast, Behemoth, and Drago). I won the initia- 


& tive roll but had Gavin deploy first. He bunched up in the middle 


of his deployment zone with Vlad hiding behind a heavy jack wall. 
Gavin only had four models to my 41 so I decided to spread out 
my units to minimize bombardment damage and aid in flanking. 


The terrain setup provided Gavin two avenues for advancement 
from where he started, so I placed the sunburst crew in the middle 
of my deployment zone where they would be able to reach either 
avenue with the help of Rhupert’s “March”. The Deliverers I 
spread out on the right flank where the terrain was lightest and to 


minimize misfire damage. The Exemplar Seneschal I put on the far right end on the 
deployment zone where he was free to run and be protected by terrain. The zealots 
went in the middle to draw Arcing fire with Vilmon and the Paladin to their left fol- 
lowed by the Temple Flameguards. I placed the Knight Exemplars to the far left so 
they could run down the flank protected by forest. Kreoss started out just behind the 
temple Flameguards. Eiryss went on a bit of hard terrain in the dead center of the 
board. From there she would be able to move / shoot and disrupt one of the warjack 
regardless of which path they would take in the next round 


ROUND ONE 
Gavin Turn 1 
Gavin’s first turn, like his deployment, doesn’t take very long. He starts by allocating 


one focus to Drago, and one to the Behemoth, and Vlad retains the remaining five. 
The battle group moves forward as a single mass of metal as fast as they can, and 
Vlad fires off a Wind Wall spell that costs him four focus, leaving him one left over. 
After that the turn passes to Kyle. 


Gavin’s thoughts 

OK, the only thought I had was, “Holy crap, are you kidding me? 41 models?” 
Needless to say, my strategy was going to be strictly a survival game. All he had to 
do to win was kill one model, while I have to kill 41. My main plan was to essen- 
tially be a brick, and have Vlad surrounded by his three warjacks. We’ll see how that 
works, because his fire continuous effect is almost useless against me. 


Kyle Turn 1 

Kyle’s turn is obviously a bit more time consum- 
ing, though his focus allocation is quick since he 
has not warjacks to allocate them to. Kyle moves 
some troops right up the face to face off the on- 
coming mountain of metal, while the rest spread 
out in this huge enveloping maneuver. Watching 
the battle at this point seemed to be reminiscent of 
the movie “300”, with the Khador forces taking the 
role of the outnumbered Spartans. The only offen- 
sive action taken is from the forward deployed 
f Eiryss who gets a shot off at the Behemoth. She 
shits and disrupts him, but fails to cause any dam- 
age (duh). Kreoss goes last, moving up and cast- 
ing the spells Lamination (which costs him two 
focus) and Protection of Menoth (which costs him 
two more). Kreoss ends the turn with three focus. 


Kyle’s thoughts 

Gavin went down the left path toward my Flame- 
guards and Knights with his warcaster tucked 
safely behind a jack wall. This is actually to my 
& benefit. I can hit his jacks with AOEs (not damage 
them much but hit them none the less) and a lucky 
deviation or two could damage the shielded war- 
caster. The Deliverers advanced in open formation 
and started lobing sky hammer rounds at the Behe- 
moth. There was one misfire, three hits, and three 
misses but no deviation onto Vlad. Maybe next 
round. The Sunburst crew marched up the middle 
with Rhupert’s “March” tune playing in their ears. 
The zealots basically held their ground waiting for 
the warjacks to get closer. Temple flame guards 
advanced in tight formation and went into Shield 


Wall. 


Vilmon used Imperishable Will and ran to hard terrain near the advancing 
jacks with the Paladin following. The Sensechal began his flanking maneuver and 
ran down the right side of the field. The Knights started their flanking maneuver up 
the left side of the board. Eiryss crept forward and disrupted the Behemoth. 


ROUND TWO 

Gavin Turn 2 

This time Gavin allocates one focus to Beast and retains the rest for himself. He then 
promptly uses three of them to cast Signs and Portents, and keeps the rest, while 
maintaining his defensive position behind his wall of iron. Beast and Drago move up 
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to block off passage between the ruins and 
the forest, while Behemoth fires both his 
bombards at the pesky little Eiryss that is 
perch up in the ruins. Both miss, though 
Gavin is hardly surprised, but both AOE 
templates scatter into areas that are unoccu- 
pied, something that will soon become 
nearly impossible as the mass of humanity 
in the Menoth army is about to surge for- 
ward. 


Gavin’s thoughts 

Vlad’s great spell” Signs and Portent’s 
helps me overcome some of the warjack 
issues, namely a low MAT. However, I 
could cast this spell every time, simply be- 
cause Drago and Beast need little if any 
focus to be effective. I expected him to 
bring Eiryss, so another reason for my bom- 
bards from Behemoth. He did play it smart 
@ in keeping his Deliverers at a safe distance 
from each other, but I am drooling at the 
thought of what the bombards will do to the 
® rest of his army. 


Kyle Turn 2 

Kyle’s troops do indeed march forward 
heedless of their own safety. Kreoss up- 
keeps his two spells for two focus, but does 
nothing with the remaining five. Rupert, the 
mercenary piper, plays the Dirge of Mists 
causing an obscuring mist to envelope the 
Zealots on a nearby hill watching the on- 
coming warjacks. Two models, the High 
Paladin Dartan Vilmon, and Paladin of the 
Order of the Wall rush forward and place 
themselves directly in front of Drago and Beast. Their idea is to insure that the two 
will stay contained and won’t go rampaging through the Protectorate lines unheeded. 
Over on the other side of the field almost the entire squad of Protectorate Deliverers 
place themselves into position to shower their rockets onto the Behemoth. Seven 
shots are taken; one of these has a miss fire and blows up ina fireball. Of the remain- 
ing six, three hit, and three miss. It turns out that the blast damage from this weapon 
cannot possibly do any damage to any of the Khador because of their high armor, so 
even though the hits catch Vlad and Beast, and the scattering misses catch several of 
them, they simply can’t be harmed by it. The three hits do manage to score a single 
point of damage to the Behemoth, but they accomplish little else. 
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Kyle’s thoughts 

So far everything has more less gone with the plan. No lucky deviations yet. But the 
deliverers are distracting the Behemoth so Eiryss and Seneschal are able to continue 
down the right flank. Vilmon and the Paladin have the Beast and Drago’s attention. 
Gavin’s force is exactly where I need them to pop Kreoss’s feat next turn. All sup- 
porting units are now within charge or missile range for the onslaught next turn. 


ROUND THREE 

Gavin Turn 3 

Gavin starts by allocating one focus to Beast, and retains the remaining six. Then he 
starts the turn by casting Signs and Portents again, and this time he also casts Blood 
of Kings. The Beast starts off the coming carnage by using his focus to use Murder- 
ous Imprint and goes into combat against Vilmon. His attack is devastating and Vil- 
mon is killed instantly his body a mangled mess. The beast also uses his other attack, 
his open fist, to smack the surviving Paladin but only hits him for a couple of points 
of damage. 

But then comes Drago. He moves up next to Beast and finishes off the Paladin with a 
crushing attack, leaving his body broken and dead next to his fellow Paladin. The 


two Paladins did manage to keep the two warjacks bottled up, but they gave 
their lives doing it. The Behemoth, not wanting to be left out, fires off both 
his bombards at the pesky Deliverers that are coming up his flank and man- 


ages to kill off two of them. 


Gavin’s thoughts 

OK, at this point, his strategy is starting to become clear with his use of the Seneschal 
on the left flank for what I believe to be an assassination run. However, his wonder- 
ful setup of the Paladin and Vilmon for me help me show him just how devastating 
the Beast can be. Drago adding the exclamation point of the bloodbath just gives me 
a warm feeling inside. However, even though the Deliverers aren’t a real threat, they 
are enough of one that I decide to use the Behemoth’s bombards against them. Of 
course, it’s great to see him do some of my work for me when he blows himself up! 


Kyle Turn 3 

Kyle starts off his turn by first activating Kreoss who does little but upkeep his spells 
and oh yeah, pop his feat. His feat knocks down all the models (all four of them) in 
Gavin’s army. Then Kyle pours it on. First he targets the downed Drago with his 
Sunburst crew and they manage to not only hit, but inflict five points of damage on 
him. But then the Zealots move up and pummel Drago with firebombs. All of the 
Zealots hit, and Drago suffers a grand total of twenty-one points of damage from the 
Zealots, but even so, only his left arm is taken out! The surviving Deliverers once 
again move and attack the Behemoth. Kyle rolls another set of snake eyes, so another 
Deliverer blows up and leaves a pair of smoking boots. Out of the rest, only one 
scores a hit on the Behemoth, but even so, he only inflicts a single point of damage to 
the big jack. 
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Finally, Kyle pulls out his ace in the hole, and has Eiryss charge the prone Vlad. She 
does her special Assault charge, where she gets to fire her crossbow on the way in. 
Both her attacks hit, but both also fail to do any damage, but she does manage to dis- 
rupt Vlad and prevents him from getting focus the next turn. That by itself is going to 
really hurt the Khador cause. 


Kyle finishes his turn by charging in his Knights Exemplar. The first couple go after 
the badly damage Drago, and they give him enough damage to finally destroy him. 
They also go after the Beast, but fail to damage him. 


Kyle’s thoughts 

Gavin took on the Vilmon and the Paladin, as hoped. Lost both of them but they 
served their purpose. Drago was gone!!! What an unexpected bonus! Vlad disrupted 
for a round, in hand to hand, with Seneschal waiting to charge. Okay, this is the way 
a Menoth vs Khadorian battle should go. 


ROUND FOUR 

Gavin Turn 4 

Gavin doesn’t get any focus this turn and he is none too pleased by that fact. The 
beast starts off the turn by using his Thresher attack and has a run of very bad rolls, so 
although he could have done a lot more damage, he still manages to kill off two of the 
Knights Exemplar in front of him. Vlad goes next, and even though he has no focus, 


he proves to still be dangerous individual. He stands and attacks Eiryss and slices her 
to ribbons with ease. The Behemoth goes last, and this time, after standing, he de- 
cides to turn his bombards on the large gathering of Protectorate troops near the 
Beast. It’s rather hard not to hit something in the packed mass of troops, and he man- 
ages to kill off three of the Zealots. Gavin managed to destroy a half dozen of Kyle 
troops this turn, but there are plenty more Menoth models left. 


Gavin’s thoughts 

Well, this sucked. When I saw him bring Kreoss as his warcaster, I knew his feat 
would be dangerous to me. However, didn’t think those Zealots would be as painful 
as they were, even with essentially automatic hits. Losing Drago hurt, but of the three 
warjacks, he was the most expendable. However, losing the focus to Eiryss is what 
wins the game for Kyle. I can’t cast Signs and Portents, and to make matters worse, I 
have to kill Eiryss in hand-to-hand without moving. I saw the Seneschal coming, 
knowing what he had planned. However, even though Vlad is impervious to free 
strikes, I could not risk being disrupted again, and the Behemoth couldn’t hit Eiryss in 
melee unless I rolled double 6s, which wasn’t happening during this game. So, I 
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killed Eiryss and hoped for the best, even though I knew I would 
be facing 4d6 of damage. 


Kyle Turn 4 

Kreoss once again does nothing but upkeep spells, he seems quite 
content to stay in the backfield and watch the battle unfold. The 
Delivers fire off another volley at the Behemoth, scored one hit 
and two shots deviate, but none of the shots manage to penetrate 
the heavy Khador armor. Then comes Kyle’s Hail Marry. The 
Exemplar Seneschal, who had been trying to get around to the 
rear of Vlad, was finally in a position to charge. And charge he 
did. He strikes and a does a whopping eighteen points of damage 
on Vlad, the exact number of wounds necessary to take the war- 
caster out. Vlad falls and the battle is over. 


Kyle’s thoughts 

He slices, he dices, he kills Khadorian Warcasters with a single 
swing...He is the Exemplar Seneschal. 

All Hail the Seneschal!! All Hail the Seneschal!! 


=. Gavin’s post-game thoughts 

Well, to say I’m disappointed is an understatement. Kyle played 
the game well. He essentially used as much of his army as ex- 
pendable fodder to set up the assassination run. The vast number 
of models, his ability to spread the board, and the flexibility he 
had really helped him win the game. It’s not sour grapes, but I 
have to believe that if Eiryss had not disrupted Vlad, the game 
very well could have gone differently. None of his forces could 
stand up to my warjacks under normal conditions. As packed as 
his army was, the bombards alone would have wiped out quite a bit of his army, and 
the Beast loves killing living models. I don’t know if we played the game again, I 
would do anything differently. It just worked out in his favor, but I will kill him on 
our next game, I promise. 


Kyle’s thoughts 

That was awesome!!! We should play like this more often. Seriously, I am ecstatic 
the assassination plan worked out. And I was surprised that the Zealots were able to 
hold thier own against Drago. Same with the Knights and Beast but that was strictly 
due to Gavin’s poor rolling (which doesn’t happen near enough). With such a dispar- 
ity in numbers (4 to 41) it made it easy to control the tempo and maneuvering capabil- 
ity of my enemy. Now chant with me, 

All Hail the Seneschal!! All Hail the Seneschal!! 


Played by Gavin Cox and Kyle Whaley 
Documented by Clay Richmond 


Apocalypse Z £10.00 
By Exploding Goat Games and Mongoose Publishing 


Zombie apocalypse lovers will know this setting very 
well. It is a favorite after all. A plague hits the modern 
world turning most of its occupants into flesh eating zom- 
bies. Meanwhile, there are small pockets of survivors 
who try their best to survive in this new brutal world 
Sey While not becoming zombie snacks, and then zombies 
yike themselves! I know I like the zombies movies so I de- 
cided to check this game out myself. The story line is 
basically the standard virus turns dead humans to flesh- 
eating zombies. There are the groups of survivors known 
as the Enclave holding out as the last hope of civilization. The one thing to bear in 
mind though is that this is not a game in itself, but an actual supplement to be used 
with one of the Battlefield Evolution core rules. This can be either the Battlefield 
Evolution: Modern Combat or Battlefield Evolution: World at War (WWII). Based 
on the army list and technology level this is really tailored more towards the Modern 
Combat rules and why not? Everything is better with zombies right? 


So what do you need to play Apocalypse Z? Well, as I just mentioned you need the 
core rules and this supplement. You’ll need 6-sided and 10-sided dice and a tool for 
measuring. Like most miniatures games you’ll need a large table-top surface (4”x4” 
or 4”x6”), some terrain and miniatures. The battlefield evolution scale is what I 
would say to be at a platoon level skirmish although you could keep adding more 
units because it does use a point-based army list building system. The average game 
point value is listed at 1500 points, and this really breaks down to a platoon sized 
unit. Now for the Enclave this isn’t going to be that hard to fill if you have plenty of 
modern day humans sitting around on your shelf. The thing to consider though is the 
number of zombies this will require! Please bear in mind that you can play a 200-300 
point game, so don’t take this as written in stone, but to play an average game of 1500 
points you’re looking at a LOT of zombies. A typical zombie horde consists of 10 
zombies and that’s 100 points, and upgrade it with 10 more zombies at +10 points 
each will give you a unit of 20 zombies at 200 points. Two of those zombies can be 
upgrade to brutes for 14 points each to give you 20 zombies at 228 points. Just stick- 
ing to the basics you would need 120 zombies to field 1368 points. Luckily there are 
other zombie unit types (like bile zombies, soldier zombies, plague zombies, etc...) 
that will help you fill up the list as they are more specialized and worth more points. 
I’m not complaining though, because I think seeing 120+ zombies on the table would 
be awesome! I’m just not even close to being able to field that right now, but oh the 
seed has been planted in my head! 


Besides being able to build army lists for both the Zombies and the Enclave, you get a 
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lot of new units types to fill these lists. Part of getting these new units also involves 
getting a lot of new unit abilities. This is especially the case for zombies who get all 
kinds of special rules to handle things important to playing undead. These things 
cover such issues like survivors being conscious of making headshots while also han- 
dling the undead lack of fear and other basic human emotions. The zombie player 
also has the ability to start with some of their zombies in reserve and then place them 
in ambush positions after the game has started. We all know that once guns start fir- 
ing zombies come out of the woodworks looking for food! 


The back of the book contains a few scenarios. The first one is especially tailored to 
those just starting to build their zombie collections and only requires you to start with 
12 zombies and a few survivors. The scenarios build in size and scale from there. 
This book tailors to the zombie lovers in that we all enjoy good fluff (ie. background 
stories) full of survivors fighting for their lives versus the zombie hordes. Each unit 
listed in the book whether it’s Enclave or Zombie gets its own story so this book is 
full of zombie goodness. The back of the book also contains some quick reference 
sheets for units and weapons so you don’t have to constantly shuffle through the 
pages of the book while you are playing. 


So all in all I think this is actually a good supplement for Battlefield Evolution. If 
you are already a Battlefield Evolution regular player and want to spice up your game 
a little bit I definitely think this is worth taking a look at. If you are not familiar with 
Battlefield Evolution, then it really comes down to what you are looking for in your 
zombie games. If you just want to play 2-3 survivors up against a horde of zombies 
in a RP-lite setting, then you probably will not enjoy this game. Granted there are 
some example hero characters in the lists, but the game is still not really tailored to 
the smaller skirmish scale in my opinion. Now, if you would like to take a dozen 
survivors and put them up against a similar or larger sized horde of zombies then this 
will definitely be a game to consider. I can’t really think of any zombie games at this 
moment that fits the scale of combat you can achieve with Apocalypse Z and so this I 
think is a nice niche for them. 


Review by Rodney Forehand 


Seaworks: Atlantis $13.99 
Published by World Works Games 
Designed by Matt Lyon 


All the designers at World Works Games have been really cranking out a lot of neat 
stuff here lately. One of the new model sets to hit their shop is Seaworks: Atlantis. 
Listed in the “Fantasy/Sea” genre, it really in my opinion can fill a lot more genres. | 
see potential pulp gaming, Victorian sci-fi, and even Stargate fans could probably use 
this set. So, I immediately give this one kudos for being a multipurpose kit. But 


enough of my 
opinion of its uses 
and let’s dig into 
what you get. 


First off are the 
instruction files. 
There are five sets 
of instructions that 
cover all the mod- 
els you get in 
these kits. The 
instructions are all 
pretty clear and 
standard fare for 
assembling paper 
terrain. You’ll 
definitely need 
these for assem- 
bling the tentacles 
for the squid 
though! Yes, I 
said squid. More 
on that later. The 
instructions also 
refer to tutorials 
on the Work 
4 y . | Works Games 
Oha—— a website for further 
lerioreotelor clarification of 
“Making Your Home A Great Place To Wage War” _| AST) 
make certain folds 
and © stuff. If 
you’ve _ already 
used some of their other kits then all of this will be familiar to you. 


This kit includes sea, beach and marble floor ground tiles for designing your adventures. 
You have the choice of using 1 inch, 1.5 inch and gridless tiles. There are plenty of dif- 
ferent land shapes in these files so you should be able to design a pretty large game board 
for your adventures. You really get plenty of possibilities for making a rather large is- 
land. Also, another really nice addition is the “blended” tiles that transition from beach 
to wooded terrain. So if you have the Hinterland kit then you can use these together to 
make your game board. 


Once your adventurers actually make it to Atlantis then you have lots of models to make 
a city. Beginning with marble walkways you can design paths that can be low level or 
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elevated by pillars. There are plenty of walls to create structures and some of these Ti +i 
walls are even covered in pictures of the ancient Greek style. You get terracotta style [HOMO rt: S" 
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tiled roofs to put on your buildings. But who wants empty buildings, especially if the 
building is a temple to Poseidon? Well, there are also kits to make statues of 
sphinxes, a Greek lady and a giant trident. Other props include jars and crates. One 
common theme your adventurers might notice on some of the ornamentation of the 
walls and murals is a giant squid. Hmmm. Foreshadowing? Yes! 


So the last big item in this kit is a giant squid. So if you’re thinking how will I lure 
my group into a giant pool with a giant squid? I did forget to mention (accidentally on 
purpose) that there’s a small boat you get to assemble in the props. Now the giant 
squid is really just a large squid face and then several separate tentacles that can be 
place around the face. Very cinematic in my opinion that just makes it that much 
better. This one is a little tricky to assemble but still not to the point of being frustrat- 
ing. I like the giant squid and have to say it adds a nice element to the kit. 


There are not a lot of files in this kit, but the models are designed so that you have 
some flexibility in designing your maps and I do like that. I definitely 
think this is a nice kit to add to your collection if you do any kind of sea 
adventuring. There’s no large print anywhere on the models saying 
“Atlantis” so it’s not like you couldn’t use it for any kind of Greek style [ rh 

city or temple. For myself I have this desire to have something like the HOUMO S" 
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League of Extraordinary Gentlemen ending up at Atlantis for an adven- 
ture. The possibilities are certainly there, so if the kit peaks your interest 
I definitely say add it to your collection. 


Thoumont’s Rare Tomes and Components $13.99 
Published by World Works Games 
Designed by Peter Gifford and Bob Cooper 


Thoumont’s Rare Tomes and Components is a single building kit that iim 
will result in a two storey fantasy shop that would make a nice backdrop 
for a rpg encounter or could be part of a larger fantasy city to have a bat- Bi 
tle in. A table full of WWG fantasy buildings would make an ideal place 
to play Cadwallon, too. 


There are five instruction files as part of this kit and each lays out very 
clearly what you need to do to build things just right. I would not recom- 
mend printing out any of them, though, as this will just use up more ink. 
If you’re like me you might have an area where you build these kits, and 
paint figures, that’s close to your computer and I just leave the instruc- 
tions up on the screen to reference as needed. 


When building this kit it’s probably best to start with your basic footprint 
of the area that you’ll be building and that means messing around with 
the “Grounds” files first. You have a choice of gridless, 1” squares or 
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you’re use to by 
“] just love this game. The WWII theme and playing ‘ now. If you build 
sneaky spies is just excellent. Oooh the tension caused Thoumont’s accord- 
by the clock ticking down...” - FNH1, printandplay.co.uk Jing to its intended 


dimension it will 
yend up taking up a 
12” square on your 
tabletop so keep this 
in mind if you’re 
adding it to an exist- 
ing layout. The 
grounds are made up 
of small, roughly 
square, stones that 
| create go around the 
proper building. 
There are four files 
that make up the 
grounds and this is a 
very easy part of this 
build. Alternatively, 
you could just put 
the building on top 
of grass tiles if you 
Jhave those from 
other WWG sets. 
The ground floor of 
the building is made 
‘}up of mostly right 
TT Bas so it’s pretty 
4 easy to build. There 
is a single bay win- 
dow on the ground floor but it’s not difficult to add in to the rest of the mostly rectan- 
gular building. There is an optional step when putting together the ground, and sec- 
ond, floor and that’s to cut out all of the windows and replace them with shaded, but 
see through, windows that you’ll print out on clear acetate. You would cut out and 
slide in the appropriate transparent pieces in between the two sides of the wall sec- 
tions and then continue with the regular building process. It is a nice added detail to 
see models inside when looking from the outside but, in my opinion, this step is more 
for the really detail-oriented builder and I generally skip this part when it’s offered as 
part of a set. With the floors you get some of a pretty standard variety but there are 
also two included that have pentagrams inscribed which is appropriate for this magic- 
shop. 


“This is a really fun game — with so many options, 
the replay ability is high with no two games ever 
going the same way!” 

- Michael Koznarsky, hmgrs.blogspot.com § 


* “Hour of Glory turns out to be a pleasant surprise... 
And for once, someone did something new” 
- Frank Branham, boardgamenews.com 


Available from 
your local 
stockist or 


5S B. visit our website 
warmacre.com 


The second storey is easier than the first as there are no bay windows and everything 


is at aright angle. When building the second story you’re going to have an underside 
to the floor (the ceiling of the first storey) so the floor of the upstairs is actually going 
to be as thick as all of the walls because it will be made up of two sheets of cardstock. 
From my experience this will be plenty strong to hold your figures unless you have 
several very large dragons invade Thoumont’s upstairs. You could reinforce the floor 
of the second storey by mounting it on cardstock if you like but then you will need to 
do a bit of kitbashing to cover the edge of the foamcore that would be showing. The 
second storey overhangs the first all the way around its perimeter to give you more 
room upstairs than below. 


Props in this kit consist of things like counters, bookcases, tables and stairs that lead 
up to the second storey. The stairs are the most complicated of the props and that’s 
just because there are several cuts and more gluing needed than on the other things. 
All of them come together pretty easily. The roof finishes off everything and it’s 
pretty straightforward and easy until you get to the gables. It’s not that the gables are 
terribly difficult or anything. They just require a bit more work than gluing together 
the other flat sections and simple supports that make up the rest of the roof. 


It would not be too hard to use this kit to make a building that’s taller than just two 
floors. After some minor adjustments to the walls of the second storey you could eas- 
ily make a multi-floor inn or residence. You could also make it with a larger overall 
footprint if you wanted it to take up more real estate on your tabletop. Neither of 
these things would require “expert” level building skills but I’d suggest having a few 
builds under your belt before attempting them. I would also suggest that even if 
you're a veteran WWG kit builder that you take the time to read through the instruc- 
tions and don’t just rush into the build process. I’ve built many WWG kits and regu- 
larly do rush headlong into them and I pay the price when I find that I’ve glued some- 
thing ahead of when I should have and there’s still part of another piece that should 
have been connected to what I just glued. This is not a complicated build (I love right 
angles!) and it’s one that you can put together fairly quickly with very nice results. 


Reviews by Rodney Forehand and Mark Theurer 


J Warlands Starter Set $34.99 
By Aberrant Games 


4Warlands is the new post-apocalyptic 
game of highway warriors from Aberrant 
Games. It’s been a very anticipated up- 
coming game ever since it started being 
teased many, many months ago. Well, 
it’s finally here and I got my grubby 
) | hands on a copy to look (review here) and 
play (a learn-to-play battle report will be 
in the next issue of FR) with. 
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Contents 

Inside the box we find a digest- 
sized rulebook, two small ziplock = 
baggies and two large plastic blis- 
ter packs. The rulebook is a 22-4 
page introductory set of rules de- f¥ 
signed to get you familiar with the 
game and get playing. A full rule- 
book is planned to come out soon. ‘° 
The two baggies each contain 
metal bits that go on the vehicles. 
There are two drivers and three 
gunners in one baggie and the 
second contains two roll cages for 
the buggies, a small rooftop turret 
and four bits of extra armor plat- 
ing that you can tack on wherever 
you like. The vehicles, two bug- 
gies and one armored pickup 
truck, are each made of resin. You 
also get two d6 and two d10. 


LL 


The Minis 

Warlands is a 20mm scale game 
so all of the figures, naturally, are = 
about 2/3 of the size of their other Ve pee a —_—_ 


— z, ieee / mE 
Rezolution. The two driv- —— : : 
ca ange fee ree pane Infinity is a product of Corvus Belli S.L.L. c/Seixo, 13. 36940, Cangas, Pontevedra. 


and they fit right into the buggy's Tfno-Fax: 986 SO00283 Contact us at infinity@corvusbelli.com wa , 
seat. There were a few bits of # or www.corvusbelli.com & www.infinitythegame.com ee 

flash on each driver and each also 4g ae 

had a visible mold line that was 

removed easily enough. They wear helmets and armor and each has visible sunglasses 
and a beard. Two of the three gunners are armed with a machinegun type weapon and 
the third has a shoulder fired rocket launcher. The two with machine guns wear armor 
and helmets similar to the driver figures, but the mold line on these runs down the 
center of the figure and comes down across the middle of his face. 


VT 


viable candidates for being "dipped". 


The vehicles all need some assembly. The roll cage for the buggies each need to be 
bent a bit to fit properly, but they go into the proper place easily. Each had mold lines 
and a few bits of flash. Each of the cars still had some of the mold release agent on 
them so they initially felt a little greasy. You'll want to make sure that you wash them 
in some warm soapy water before doing any assembly or painting. There are visible 
shocks, exhaust pipes and more details on the buggies and they compare favorably to 
a Hot Wheels dune buggy that I recently picked up. Each of the buggies needed a bit 
of scraping here and there with a sharp hobby knife to smooth out some rough areas, 
but overall I think the casting was ok. 


Coming out from the bottom of each gun you'll find a stabilizing post that will end up 
resting on one of the bars of the roll cage once the whole buggy is assembled. The 
rocket launcher guy looks a bit taller than the others and he has more of an attachment 
on his belt that will help him to not get thrown off when the vehicle is screeching 
around comers. His armor is a bit different from the others but it's similar enough to 
fit in. I've really not played with 20mm figures since Games Workshop came out with 
Dark Future (their game about highway warriors) many, many years ago so playing 
with and painting these will take a bit of getting used to for me. They seem to be very 


There are some extra details on them like bullet holes and dents that are perfectly 
suitable for a vehicle that's seen its share of combat. The pickup truck has a separate 
tailgate that you'll need to glue into place. The pickup seems a bit large when com- 
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pared to the buggies but it's covered in lots of heavy 
metal plates and the buggies are not. Next to a Hot 
Wheels pickup it also looks a bit big but I think it will 
be ok when on the table with a lot of other vehicles. | 
realize that the Hot Wheels, or other similar die-cast 
cars, are built "around" the same scale and that there's 
not exactly an absolute standard. The bed has a lot of 
space to hit cargo or gunners. It also has battle damage 
that's been sculpted as part of the model but overall is 
a clean casting. 


The Rules 

The rulebook in the box set is mostly rules but there's 
also some fluff to get you acclimated to the world of 
Warlands. It starts off with a Table of Contents which 
I always like to see in a rulebook, but there is no in- 
dex. This is ok for a book this short but I'd like to see 
one in the stand-alone rulebook when it comes out. 


We jump right into the rules, after a bit of background 
fluff, talking about the dice conventions of the game 
(mostly d6 and d10 but the occasional d3, too), the 
types of models (pedestrians, walkers, flyers and vehi- 


cles) and the characteristics of these models. The base roll to hit something is 2d6 
plus a relevant stat and comparing this to a target number, which is based off of what 
you are shooting at or trying to hit. If I hit then I roll damage dice as determined by 
the weapon being fired and I then compare this result to the armor of what I'm hitting. 
If I equal, or exceed, this number then I do damage. As an example, let's say that my 
Buggy's gunner (Range Combat 3) that's manning a rocket launcher wants to shoot at 
the Utility Truck that just came around the corner. 


If I'm within 2" of the target I get a bonus to hit, but we'll say that I'm simply some- 
where outside of 2" but within the 14" max range and that I have an unobstructed 
line-of-sight to my target. The target number that I'm trying to hit depends on the 
speed that my target is moving. At Cruising speed the Utility Truck has a target num- 
ber of 9. My 2d6+3 results in a 13 so [ nail it. A to hit roll of double sixes is a critical 
hit and you get to roll twice as many dice when determining damage. The rocket 
launcher has a power of 4d6 and my rolls of 1, 2, 6 and 6 are each looked at inde- 
pendently. Normally, the armor rating of the Utility Pickup (7) would result in each of 
these bouncing off, but a natural 6 (or 10 on a d10) allows you to roll again and add 
on to your original roll. Since the minimum that I can roll on a d6 is 1 I will automati- 
cally get a 7 or better on each roll and each will cause a single point of damage, but 
rolling is still worthwhile because if you end up with any single total roll of 10 or 
more you get to roll on a special table for devastating damage. 


This table has results from nothing extra all the way up to the target vehicle explod- 
ing. Once a vehicle's damage rating is reduced to zero it's destroyed. One thing that I 
really like is that you can fire at any point during your movement and you can split up 
your rate of fire throughout your turn. 


Vehicle movement is handled pretty easily by using one of four speed values, which 
range from Stationary to Fast and each value has a range how many inches you can 
move along with a minimum number that you have to move between 45-degree turns. 
It must also move this amount straight forward at the start of each turn, unless it's 
moving in reverse of course. If my Buggy is traveling at Cruising speed it can move 
between 5"-12" this turn but has to move at least 2" forward at the start of its tum and 
at least that much between each 45-degree turn. There are some advanced maneuvers 
that you can attempt like 180-degree turns, bootlegger reverses, nudging other vehi- 
cles, and more, but some of these require a control test on the part of your driver to 
pull off successfully. 


Each round of play is broken up into turns where you'll activate vehicles, drive 
around and shoot up the place. An initiative roll determines who gets to pick who will 
go first in each phase. In phase 1 players will alternate moving vehicles traveling at 
Fast and Cruising speed until all of them are done. Then, in phase 2, you'll alternate 
moving slower vehicles, pedestrians and walkers (no stats for them yet, though). 
Unlike vehicles, pedestrians may only shoot either before or after their complete 
move but not during it. Vehicles can generally accelerate or decelerate up to one 
speed rating per turn. 
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So far, having read the rule and looked over the two vehicle profiles that you get, it 
doesn't look like there's an abundance of bookkeeping to take care of while playing. 
You'll mostly be keeping track of damage taken and the target numbers for shooting 
at stuff are printed right on the record sheet for whichever vehicle you're trying to 
light up. The vehicle record sheets are about 3.25" x 4.25" so you can fit a bunch of 
them on a standard sheet of paper along with the quite small Out of Control and Dev- 
astating Damage tables for quick reference. 


The Game 

The basic Warlands game accomplishes what it sets out to do, which is give you the 
basic rules to play the game and a playable "army" right out of the box. It's enough to 
give you a taste of what the game is like but stuff like pedestrians, full army lists for 
different factions and custom-build rules is something that you'll have to wait for the 
full rule book to be released. 


If, like me, you're an old-school Car Wars player that's looking for a "fix" I think that 
this initial Warlands release will scratch your itch for the short term but you'll really 
be chomping at the bit to get your hands on the full rulebook that has vehicle con- 
struction rules in it. Warlands, at least the initial start-up rules, are less complex than 
what you'll remember from Car Wars but they still get you driving around and shoot- 
ing guns right out of the box. Personally, I am very much looking forward to the full- 
blown Warlands rules since the building of vehicles was one of the fondest gaming 
memories that I have. 

For players new to the genre of driving around in cars and shooting up your enemies 
you'll find the start-up Warlands rules get you going, but you’ll still probably want 
more, which will have you waiting for the full rule book, too. 


Ultimately, the Warlands starter set is more than a simple tease but not everything 
that you want either. The game system is easy to learn and has tons of room for all 
sorts of expansion. There are also a lot of eventual model and painting options that 
should present themselves once more stuff is released from Aberrant Games and, if 
you’re like me, you’ll probably combine their stuff with Hot Wheels and Matchbox 
cars from your local mega-mart (or maybe snagged from your kid’s room), I think 
that we’re in for a lot of gaming and modeling fun with Warlands. 


Review by Mark Theurer 


War-torn Landscapes 


For this issue I decided to switch gears and do a few small items that I affectionately 
call “junk art”. These are terrain pieces built out of stuff that I found around the 
house. I guess I DO need to say that I have a small advantage in this kind of project, 
because I have been collecting odd looking junk for a VERY long time, and have a 
pretty good selection to choose from. The first chore is to decide on what theme I 
wanted to go with, and then pick through my pile of junk for stuff that might be ap- 
propriate. For this theme, I wanted to go for some modern day (ish) terrain with a 
worn/torn look to it; in other words, blown out buildings and such. Something else 
that came into my mind that I wanted to try was to make barb wire, something that I 
have seen called for in game set ups, but have never attempted to make. So with this 
in mind, I went rummaging through my junk pile and ended up with the selection 
below. 
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The CD case is what I was going to use for two large bases, and the 1” wide hard 
board I would use to make the bases for the barbwire. The plastic green mesh (I can’t 
remember were it came from, but I seem to remember it being wrapped around fruit 
or Easter eggs or something) I figured would make some good chain linked fence and 
the black plastic stuff (cases the electronic chips come it... can you tell what I do for 
a living?) I perp : 5 

would use to 
build up the 
blown out 
building. The 
rest (toy § 
parts, ball 


%S : So I first started by breaking the CD case into two parts so that I could 
Shave two different 
bases and cutting two Fe 
pieces off the hard ae 
board about 6-7 wiih fs 
inches in length to |= = 
use as bases for the 
barb wire. Then I put 
a liberal coat of white 
glue covering each 
base and poured grit 
over them. I wanted 
to use kitty litter here 


tiveticate 
HliMise. sath A 


to keep with the 


Yourve Upgraded your Edition. 
Youve Upgraded your Characters. 


14124: Kevis | eee) geen 02758: Stern 
14082: Margara 03213: Ramelle — 
14225: Ra’am 


Now Upgrade your Miniatures! 


* Dark Heaven Legends, Warlord 
and Chronoscope Models are 
hand cast in high-quality pewter 
and come unassembled 
and unpainted! 


* Legendary Encounters figures 
are Pre-painted non-random 
plastic figures! 


* Sculpted by the best names 
* Over 2000 models to in the industry! 
choose from! 
*Find the figure you need on 

* Monthly new releases to our Figure Finder! 

satisfy your campaign needs! www.reapermini.com/figurefinder 


* Can be melted down into Bullets in case of Zombie Uprising! 


theme of no store bought stuff, 
but as luck would have it, even | 
with three cats in the house we | _~ 
were all out of kitty litter, so I 
had to resort to using “Rock De- 
bris — Fine Brown” made by 
Woodland Scenics. 


While this was drying, I 
switched over to work on the & 
barb wire. At this point I have to g 
give some credit to my wife fis 
Kathy. I was scratching my head 
looking at my junk pile and 
around the house trying to think 
of a cool and easy way to make 
barbed wire, and was drawing a 
blank (the stuff I was coming up 
with would have been a lot more 
work). She just walked up and said ‘ 
1%” wire mesh sitting around (didn’t I tell you about my junk pile?) I was able to put her idea to the test right away. With a pair of tin snips, I cut off a single strand of wire clip- 
ping close to the wire (but not flush). I had to do this on both side of the wire so I generated a bunch of small pieces of left over wire, and I guess these too could be used as junk 
if you want to pick them all up (I didn’t). Then, with the piece of wire, I wrapped it tightly around a piece of 34” dowel. The result was a really cool roll of barbed wire. I pulled 
and stretched at it so that it looked a bit more random (can’t be too neat if your on a battlefield) and it was ready to be mounted to a base. 


Now I went back to the bases by 
shaking off the excess grit. I 
took them and spray painted 
them black - this also helps in 
covering any portions of the base 
that did not get covered by the 
grit. After the paint dried, I used 
a watered down mixture of white 
glue (about 60% glue) and g 
painted it over about 80%-90% } 

of the base. I let this sit for a bit _ 
(so that the glue could run into 4 
the crevices) and then covered | * 
the bases with plain old sand. p™ 
This I let dry over night before 
knocking all the sand off that I 
could. The result ended up being 
a little too sandy looking for me, 
so I then dry brushed the bases 
with black and that gave me the end result that I liked. 
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After getting the bases the way I 

liked, I used two part epoxy to 

mount the barb wire. I figured 

regular white glue would not cut 

it in this case. For the other two 

pieces, I used both epoxy and 

white glue depending on the part 

I was gluing (things that might 

need to handle more stress got | 

the epoxy). I added a small pile 

of debris on the two large pieces 7 
using bits and pieces from that 

first picture cutting and breaking " 

things when needed to get 

smaller pieces. This just about 

finished them off. I did go back /~ 

and paint the green plastic mesh | _ 

to make it look more like fenc- | 

ing, and may yet go back and 

paint some of the white pieces, but I guess that is an option left to the 
builders. All this turned out to be super easy and inexpensive since 
there is only a small amount of cost in the supplies. But heck, I think it 
was too small of a cost to really register. The new thing for me was the 
barb wire, I’m still all giddy about how well that turned out, and trust 
me, I will be making more of those pieces so that I can better fill out a 
modern day (or perhaps recent past... like one of the world wars) bat- 
tlefield. 


Written and built by Clay Richmond 


Another Fine Mess 
Rezolution: Dark Tomorrow Scenario 


The ship started shuddering as it made its fast entry into the Earth’s atmosphere caus- 
ing Marshal Groesbeck to adjust his helmet. He looked down the back of the ship to 
make sure his team all looked okay. They were fine, of course. These guys were 
some of the CSO’s finest. He rested his head back against the headrest and closed his 
eyes. He thought about the cup of Raspberry Aromachai still sitting on the table in 
the cafeteria where he just sat down when the alert sounded that sent him into action. 
A voice in his headset interrupted his thoughts, “Marshall Groesbeck, ETA 3 min- 
utes.” 


“Roger,” he replied. 


The mission was simple enough. An “observation” ship crashed. During the crash 
apparently the communications were destroyed so the data couldn’t be recovered re- 
motely. A Rapid Response and Recovery Team (RRRT) were being sent in to re- 
cover the data and then “sanitize” the crash site. Well, these things are actually never 
that simple. For one, the spy ships are not prone to crash on their own, so someone 
probably helped it. Number two, it went down in old Manhattan. 


“Marshall, touchdown in 30 seconds.” 


Marshall Groesbeck unhooked his safety straps and stood up. His men started doing 
the same. 


“Lock ‘n load men. We’re doing this by the book. Keep your eyes peeled. This is 
old New York so anyone we see will either be squatters, gangs or toxic zombies. All 
targets are considered hostile. Van Buren you have the security codes right?” 


Corporal Van Buren was the technician on the team and his best hacker. “Yes Mar- 
shall,” he responded. 


“Hopefully this will be a piece of cake and I’ll be to back to cup of tea in no time,” he 
said to everyone. The ship shuddered slightly on landing. The back ramp started 
lowering and then men started switching their weapon safeties off and doing last sec- 
ond equipment checks. 


“Move out!” said the Marshall. 
Briefing: 


An unmanned spy drone was shot down over North America and crashed landed in 
the ruins of Manhattan. Your mission is to recover the data from the crash site. 


67 


Toxic zombies are known to infest this particular area of Manhattan so you will have 
to avoid those as well. In addition, whoever shot down the spy drone does not want 
that data to be recovered and will try to prevent you from succeeding in this mission. 


Objective: 
Player A: Recover the data from the wreckage and exit the table edge in the area of 


your deployment with your hacker or at least your hacker’s corpse. 


Player B: Prevent player A from leaving the table with the data. 


Player B Deployment Area 


Player ADe ployment Area 


For downloading the data, Player A’s hacker already has the security codes so no a : - ‘@ In Tl a 
security neutralization is required. There is no remote downloading, so the hacker 1 | 


must be physically connected to the terminal. It will take 4 turns to download the High quality, reasonable prices, and fast turnaround 
data. : : 
Game Length: Taking care of all of your miniature painting and terrain buiding needs 


Variable. After the first turn that a shot is fired by either side there is a chance that 
toxic zombies will enter the map. At the beginning of each Control Phase roll d3 to 
determine how many toxic zombies enter the game. Roll a d6 for each zombie. The 
resulting roll is the location of an orange deployment zone on the scenario map. 
Toxic zombies may charge the turn they are deployed. 


Mission Specs: 

This is a 2 player game on a 4’x4’ map. Alternatively you might use a an player or 
referee to control the toxic zombies. Each player should run a 750-1000 point crew 
list. 


Set-up: 

Player A will deploy his crew in his deployment area, which is up to 8” from his edge 
of the table and 12” from each side of the table. Player B may deploy his crew any- 
where on his side of the table up to 10” from his table edge. The crash site should be 
placed 18” from Player A’s table edge. Depending on what you use for the “crash” 
the players should agree on where the terminal hardpoint is located on the crash. 
Toxic Zombie deployment areas are marked on the scenario map. They may be de- 
ployed up to 4” from the table edge. 


Written by Rodney Forehand 


gia Receive The Hartijar Unit'Card. 

Sy | These are Ghostly warriors who have 
. | been slain in battle and come back to 
4 fight amongst their living brethren. 


Sorp | Preorder Undead Army Deck 

ENG ee Receive Count Dragen’s Bloodletters 
Uo) coro, A Vampire horde that 
will wreak havoc upon any who 
dare confront them 


Preorder High Elf Army Deck 
Receive Ihe:GiantHaples Unit Card: 
Magestic creatures of bygone days, 
these fierce creatures of the sky fear 
no one. 


T.0.G. Entertainment Inc is please to 
announce a very special offer to our fans. 
From this point forward on all major 
Shattered Sword Fantasy Battle Card 
Game releases if you preorder the 
release you will receive a limited edition 
special Unit Card that can only be 
obtained by preordering or at special 
events that riot Entertainment Inc. attends. 
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You can place your preorder starting 
today! If you preorder, you will receive 
a limited edition s ay fa card 
only available to those that place a 
preorder. You will receive one for each 
army deck that you preorder - so if you 
reorder the Undead, you will receive 

ount Drugen’s Bloodletters Unit Card; 
and if you preorder the Barbarian Horde, 
you will receive the Barbarian Hariijar 
Unit Card, etc... 


www.togentertainment.com 


With as much fun as I had playing Secrets of the Third 
Reich I thought that I would cobble together some more 
mechs using the custom build rules in the back of the rule 
book. Feel free to use these in your games if you like them. 


The Fire Toad, immediately below, is based of an AT-43 
Fire Toad and all I did as far as converting is concerned was 
to paint the light blue colors a medium olive green and it 
matched up with the existing grey very nicely. I slapped on 
a few decals from WWII tanks and I was done. I have made 
two Fire Toads for use in SOTR so far. I build it as a me- 
dium all-purpose mech that could tackle enemy armor as 
well as being a good close-up threat to infantry with its 
Heavy Flamethrower. It can take a decent pounding but is not meant to stand up to 
the really heavy guns that might be prowling around the battlefield. Initially I was 
not 100% sold on using the AT-43 stuff in SOTR but now I have no doubts at all and 
will be on the lookout for additional UNA and Red Blok mechs so I can drop them 
into my increasing US and German SOTR forces. 


The Tomahawk was an easy choice for me to use as a US mech. I had already started 
a Viridian army for Metropolis, published by Urban Mammoth, and had already de- 


S ARMORED INFANTRY 
TIRE TOAD MECH 14RP 


Chassis Size: Medium 
Speed Class: Ill 
Crew: 2 


Medium Armor, Heavy AT Gun, 
Heavy Flamethrower, Vehicle 
Camouflage, Improved Sights 


cided to paint those guys in a green/grey color scheme so the Metropolis CLAU 
would fit right in as a US mech. There is a bit more suspension of disbelief in how 
you fit two crew members into the Tomahawk but since we’re already playing a game 
WWII game that has zombies and werewolves running around the board | think we’ll 
be ok. I gave the Tomahawk a Vehicle Close Combat weapon, the big fist that’s cra- 
dling the gun, so he could punch any vehicles that drove too close to him. It also has 
heavy armor and a heavy gun to be able to stand in the middle of a fight. It’s creep- 
ing up there in RP and comes in at almost 50% more expensive than a regular 
Sherman tank. 


My next two SOTR mechs are also based on Metropolis miniatures, but these are 
from the Junker faction. I don’t have, or plan to right now, a Junker army in Me- 
tropolis but both of the next models just look perfect to me to be sitting in a German 
army in SOTR. The Germans will be the next SOTR army that I focus on and I’m 
excited to see the Nero and Scorpio, next page, in action soon. 


Neither one of the models was altered, which kind of locked me into specific roles for 
them in SOTR. The Nero has two giant chainswords, which ended up being two Ve- 
hicle Close Combat Weapons in SOTR. Vehicles don’t engage infantry in close com- 
bat in the same manner as other vehicles so the giant chainswords are really for cut- 
ting through heavy vehicle armor like a can opener and not so much for shredding the 


JS ARMORED INFANTRY 
OMAHAWK MECH 16RP 


Chassis Size: Medium 
Speed Class: Ill 
Crew: 2 


Heavy Armor, Sealed Hull, Heavy 
AT Gun, Close Combat Vehicle 
Weapon, Jacketed Shells, Radiation 
Shielding 


Chassis Size: Medium 

Speed Class: IV (includes 
upgrade) 

Crew: 2 


Increased Speed, Medium 
Armor, Drop Mech, 2x Close 
Combat Weapons, Sealed Hull, 
Radiation Shielding, Anti- 
Zombie Apparatus 


7 Chassis Size: Medium 


Speed Class: Ill 


Crew: 2 


Medium Armor, Drop Mech, 
Ablative Armor, Twin Linked HMG, 
Close Combat Vehicle Weapon, 
Sealed Hull, Radiation Shielding 


guys that are inside. Vehicle close combat with infantry is more handled as an over- 
run so I’ll just have to imaging the Nero’s arms flailing about as it charges through 
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guys on foot. I 
figure that the big 
whirling blades 
could also do dou- 
ble duty as Anti- 
Zombie Apparatus 
without anyone 
complaining _ be- 
cause it’s not really 
like zombies are 
going to worry, or 
even think, about 
dodging the giant 
chainswords. In 
SOTR, the Ger- 
mans are not the 
only ones with 
Zombies in their 
armies. The Rus- 
sians have them, 
too, and there’s no 
reason that you 
could not square 
off against another 
German army when 
playing the game. 

also made the Nero 
faster so it could 
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Both of these German mechs were given the Drop Mech ability due to the cool tur- 
bines that sit on their shoulders. 


The Scorpio is more of an infantry killer with its Twin Linked HMG. It tosses out 12 
shots per turn with a Very Light AT penetration that will just shred infantry. Since it 
has that power fist as its right hand I felt obligated to give it a Close Combat Vehicle 
Weapon but I see it mostly hunting and mowing down infantry, but it could also 
really harass lighter vehicles. Both of these models suffer from the same need to 
force yourself to believe that there’s two crew members in there like the Tomahawk 
but P’ll get over it and am looking forward to bigger games of SOTR with more 
troops and more armor, of the tracked and mech variety, on the battlefield. 


Written by Mark Theurer 


Robert and Crystal 
Kingery over at 
Darkson Designs 
were kind enough to 
send me some pre- 
view pics and infor- 
mation from their 
upcoming supple- 
ment for AE-WWIL 


In addition to the preview information that 
I was sent, Robert was also good enough to 
indulge us in a mini interview where we 
got to pick his brain about AE-WWII. 


AE-WWIIl_ 


1) What inspired you guys to start up 
Darkson Designs and what brought 
\ about the creation of AE-WWII? 

€*%, 


od 


Being a big fan of Hellboy, DUST, Sky 
Captain, and Doc Savage I thought it 
would be fun to do a miniature line based 
on these inspirations. A buddy of mine 
drew up the first few concepts that set the 
mood for the line and we began searching 
for a sculptor that had the same vision. 
When we previewed the Test Russian folks 
started asking if we were going to do a 
game for the miniatures. Well after 5 ver- 
sions of the rules we finally created what 
| you guys have in the forum of the Core 
Rules. 


“2 —<S7" This expansion deals 
SAME with occult forces 
that have been 
thrust, or have thrust themselves, into the world 
of AE-WWII where the historical forces of 
WWII have already benefitted from super- 
science, psychic powers and genetic manipula- 
tion in their efforts to win the war. Now, the 
strange and dangerous forcers of the occult in- 
trude into their world. 


\ 


The fiction of the first AE-WWII book was 
something that helped draw you into the game 
and it liked up with real-life events nicely. The 


Since the devel t of AE-WWII Th 
fluff here doesn’t disappoint either and is a good Bae et eee ae 


been very happy to be able to meet Mike 
Mignola and Paolo Parenta. Both artist 
know about AE-WWII and they both have 
signed copies of the Core Rules(That was 
fun to do). 


2) There are quite a few alternate reality 
WWII games out right now. What do 
you guys feel makes AE-WWII standout 
from the others? Do you think having a 
head-start on the others helped you cre- 
ate a niche? 


AE-WWILI has a few things that makes it 
quite different from other Weird War II 
games. First, our points-free army creation 
system is something that almost no other 
wargame has and that really sets us apart. 
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way to bridge the gap from what was merely an extrapo- 
lation of technology in the first book to a journey into 
the truly bizarre in this one. 


The three main armies (US, German and Soviet) in the 
basic AE-WWII book kind of blossom into eleven 
choices with this expansion. You’ll now pick a main 
faction, let’s say US Army. At least half of your models 
must come from units allowed by the US Army and oth- 
ers can come from specific allies that work with the US 
Army. This would include units from the OSS, but you 
could also bring in troops from the Advanced Research 
Projects Agency or the Office of Occult Research and 


Development. This does apply another layer in building 
your armies but allows for a lot more flexibility and cus- 
tomization of your army. 


Each of the new factions is presented here along with 
their troops, leaders, special equipment and so on. Not 
to be left out of the new-stuff-goodness, the original 
three factions (Soviet Psi, American Psi-Tech and Ger- 
man Geneticists) all get new troops and equipment so 
there really is something for everyone in this expansion 
even if you’re not going to make use of one of the new 
factions and their goodies. 


There’s also plenty of new special abilities for 
stuff like magicians and mounted troops and 
new heroes like the One Man Army (who be- 
comes a bit slower, but is tougher and carries a 
machinegun with plenty of ammo) and the As- 
trologer (who can force one re-roll for either 
side playing during each turn of the game while 
mya) he’s alive). 


Ny We also find rules for battlefield conditions like 
m) fog, snow and rain and there are also a small 
handful of new scenarios to play. As you’d 
expect for an expansion dealing with the occult 
the scenarios range from cultists trying to com- 
plete a ritual to capturing a sacred site of mysti- 
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The dynamic morale system of our core mechanic is 
another feature of our game that really stands out. Fi- 
nally, we strive to keep the players grounded in the war 
itself rather than the weird elements of it. A great deal 
of our background is set in reality and we look very 
carefully for true-life inspiration for even the weirdest 
addition to the game. Fans of conspiracy theories, fringe 
science and history buffs alike will really appreciate our 
setting as we take real events from history and turn them 
on their heads. 


3) A while back y'all hinted that AE-WWII would be 
"take the conflict to space"... any more hints to what 
that meant? 


We’ve announced the release of AE-Bounty, our first 
science-fiction miniatures wargame. AE, in this case, 
stands for Alien Encounters and the focus of the game 
will be bounty hunters, pirates and mercenaries all fight- 
ing over the scraps of a galaxy in ruins. AE-Bounty will 
use the same core mechanic as AE-WWII, making it 
very accessible to our current fans and keeping the same 
great system everyone has come to know and love. 


Right now we’re moving into the playtesting stage of 
AE-Bounty and hope to have the game released late this 
year. We’ve got nearly thirty sculpts ready to roll and 
will be trickling them out on our forums over the next 
few months. We’ll be debuting the game at GenCon 
Indy in August and we really think players will enjoy 
this fast, fun science fiction game. 


4) Any chance we'll see the Pacific Theater in the 
future of AE-WWII? 


Absolutely. We’ve already begun some preliminary 
work on the Pacific Theater as well as rounding out the 
European Theater in its entirety. Both books will be 
quite meaty and we’re working hard researching the 
‘weirdness’ to add to both. 


5) Do you feel that the AE system for building armies 
(no point values) is balanced enough for tournament 


play? 


Our points-free army creation system is one of our pride 
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cal power. There’s also a whole new campaign that cen- 
ters around trying to locate the Tower of Babel, yup the 
real one. This ends up fitting in to the genre just like 
how Indiana Jones and the Nazis were trying to find the 
Ark of the Covenant. It’s a map-based campaign that 
can accommodate 2-6 players and should keep you busy 
for a good while. 


The book ends similarly to the first one with a long list 
of reference material where they drew inspiration. It’s 
all stuff that you would also probably find interesting if 
you can find time to read more than gaming rulebooks. 


My summation of what I’ve seen from the Occult Ex- 
pansion for AE-WWII is that we’ve taken a huge step 
forward from what was mostly a technological advance- 
ment of troops in the original AE-WWII rulebook to a 
fantastical one where creatures from myth and story will 
meet on the field of battle next to GIs and I’m looking 
forward to it. 


Written by Mark Theurer 


and joys of AE-WWII. Every detachment is quite bal- 
anced and able to compete, making our system ideal for 
tournament and league play. We’re currently working 
on developing a ‘competitive campaigning’ rules set that 
can be used for both league and tournament play and 
hope to be able to run our first ever official AE-WWII 
tournament at GenCon Indy this year. We’ll be releas- 
ing these rules in our online article ‘Over the Wire’ 
sometime in the next few months. 


6) Other than AE, of course, what other games do 
you enjoy playing? 


I buy tons rule books to check out how they are designed 
and laid out. Because of this I play lots of different 
games. I have been playing 40k scene the Rouge Trader 
days and still manage to get some games in. Other 
games that I play are Blood Bowl, Necromunda, Mord- 
heim, Space Hulk, Dark Future, Confrontation 2.0, 
Okko to name a few. 


7) What would you say to people that are interested 
in starting their own game / miniatures company? 


Stick to your guns on what you want the game to be like. 
Everything from game play to visual design can not be 
rushed. We worked on AE-WWII while I was on tour in 
Iraq and I still made sure that things did not proceeded 
without my approval. 


Starting a new game is a lot of work and you should be 
prepared to have your time schedule pushed back due to 
artist missing deadlines, mold makers taking longer than 
you expected, having final packaging holding up pro- 
jects that you have had done for months. We wont even 
get into waiting for final painted images of your minia- 
tures. I was once told “Don’t give out a release date till 
you have your book at the printers and your miniatures 
back from the casters”. While this is good advice it is 
darn hard to follow sometimes. 


9) Do you have any plans for a fantasy game using 
the AE rule mechanics? 


We have WAY too many ideas floating around in our 
heads for other games using our core mechanic. With 
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the introduction of magic in the Occult Expansion for 
AE-WWIL, we can very easily adapt it to a fantasy set- 
ting. I’m sure if it ever happened, it would definitely be 
very different from anything else out there. 


10) In the core book the US, German and Soviet fac- 
tions had different characteristics (ie US was technol- 
ogy, Germans used genetics and Soviets used PSI 
powers) that made them unique from each other. 
What kind of characteristics will make the SS, Brit- 
ish and ROA unique since the use of the "occult" will 
be common among them? 


Well, the occult factions presented in the Occult Expan- 
sion are all delving into the depths of occult knowledge 
in order to achieve victory against their enemies, so 
there are similarities between these groups. But each 
still has their own character that I think players will en- 


Joy. 


The Office of Occult Research and Development of the 
United States has gathered up native occultists and uses 
them to fight the SS and the ROA. In here you’ll see 
Native American magicians and monsters as well as 
some other nastiness the OORD has unleashed on the 
world. 


The Ministry of Arcane Armaments of the British try not 
to plumb too deeply into black magic and thus are a bit 
more restrained in their research. But with the power of 
modern wiccans and druids as well as Jewish and mys- 
tics, the MoAA has plenty of tricks up their sleeves. 


The occult units of the SS fall into some pretty classic 
examples of German black magic — vampires, were- 
wolves and the like can all be found in the SS list. How- 
ever the SS also has unlocked the secrets of a mystic 
mineral called vril that is being used to develop magi- 
cally-altered weapons and troops. Lots of options with 
the SS. 


Finally the Russian Liberation Army and their occult 
masters are led by the reborn Rasputin and have tapped 
into the Prophet’s ‘divine’ power. The mystics of the 
ROA share their patron’s abilities of mind-control and 
foresight as well as being backed by terrible ‘creatures 


of the apocalypse’ that will herald a new age for these 
fanatics. 


So, as you can see, there are a lot of differences between 
these groups but they all share the same ideals that oc- 
cult power will help win the war. 


11) What is your favorite new unit from this expan- 
sion? 


As the Germans spread across Europe, many Jewish 
refugees fled to Britain, including mystics and practitio- 
ners of Kabala. These mystics quickly joined the 
MOoAA and revealed to them the secrets of creating the 
golem, clay and stone automatons brought to life with 
powerful magic. In AE-WWII golems are walking brick 
walls and are really hard to take out. They’re slow as 
heck, but good luck getting one to move out of the way. 
I’ve had golems shut down an enemy advance and take 
out more than their fare share of anything that got within 
reach. The sculpts for these models are also superb and 
I just love having them on the battlefield. 


12) Will there be a lot of new miniatures released at 
or near the same time as the expansion? 


We have the Release schedule for part of 2009 up on the 
forum and we plan on slipping in a few surprises as we 
get them. We will have all of the Core Rule book sculpts 
out this year as well as a good chunk of the Occult 
sculpts released by the end of the year. 


13) Will the core factions get some new units in the 
occult release? 


Definitely. The Soviets, Americans and SD will all be 
receiving a few new units in the Occult Expansion, all of 
which will help them fight back against the occult. We 
plan to have a little something for everyone in each new 
release we have and we certainly won’t be leaving any- 
one out as new books come out. 


14) Will there be a full army list for any faction in 
the Occult expansion or is everything in there an 
“add-on to existing armies? 


Both the Russian Liberation Army and the SS have 
‘core’ troops as well as occult units in the Occult Expan- 
sion. Both can be fielded alongside the Wehrmacht or 
as separate forces. The Waffen SS share some funda- 
mental differences from the Wehrmacht, so the two will 
play quite differently from each other. 


15) I noticed that the preview of the SS Knight is a 
mounted model. What specifics can you give us re- 
garding the rule differences for mounted models? 


With the SS Knights and the ROA/Soviet Cossacks, we 
add mounted infantry units to AE-WWII and let me just 
say — they’re mean! Mounted models move faster than 
standard infantry and are harder hitting on a charge, but 
are less accurate with their ranged attacks. We also pro- 
vide rules for dismounting so players can claim objec- 
tives and/or get a bonus to shoot. 


16) Are more mounted models coming? 


I can’t say too much about this right now but the direct 
answer to this question is YES. ;) 


17) What's the most "out there" thing in the Occult 
supplement? 


That would have to be the T4 Tumbleweed Tank of the 
Americans. Based on an actual concept from a Popular 
Mechanics magazine in the 1930’s, this tank is basically 
an armored ball that rolls around the battlefield, ma- 
chine-guns blazing. While it never saw the light of day, 
similar tanks were built and we felt it just had to go in. 
The Tumbleweed is a lot of fun to play but is just plain 
weird to see rolling around the battlefield. 


18) What's the current status on the tank? 


We are in the process of designing the packaging and 
you will see it hit your LGS in the next few months. 


19) Are other pieces of "armor" going to be coming 
into AE-WWII? 


In the Occult Expansion, we have rules for taking tanks 
in AE-WWII though the Tumbleweed is the only piece 
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of armor with rules in that book. We will be releasing 
rules for a few light and medium tanks in an upcoming 
issue of Over the Wire so everyone will be able to field 
a tank. We’re currently playtesting these rules but I 
think folks will really enjoy them once they come out. 


20) What's next on the horizon for AE-WWII? 


As of right now we have another 2 books in the works 
so it will be interesting to see which one is released first. 
Of course we have loads of units already designed for 
the European theater, Eastern Front, and the Pacific Is- 
land Campaigns. The Darkson Crew has been brain 
storming, writhing and designing nonstop since the wrap 
up of the Occult book late last year. 


Questions from Mark Theurer and Rodney Forehand 
Answers from Robert Kingery of Darkson Designs 


